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SEE PAGE 58 FOR 
FURTHER DETAILS! 



CD Zone 



Find out what's on your CDs and how to 
get thenn up and running. 
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Our Price Chart 
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01! What's Your Game? 32 

Elite: First Encounter - David Braben gives 
his side of the story and tall<s about V20Q0. 



Reviews Extra 



106 



So many games, so little time.. 

On-Line 



111 



Emulator update, on-line flight stms and 
the very latest news on Ultimo QnHne. 



Everything. 
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How to win at Actua Soccer 2. 



Troubleshooter 
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The first part of our comprehensive guide 
to Odd world: Ab&'s Oddysee. 



Tech Zone 



128 



The i irst Voodoo 2 card arrives. Find out 
if it lives up to ejtpectations, 

PC ZoTO Recommends 1 35 



WordProcessor 
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Comment 



145 



Looking Back 
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Dune 2000 
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The game singly responsible for starting 
the entire CStC genre gets a graphical 
overhaul and a brand new interface. 



Xenocracy 
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Another 3D space conn bat sim to 
challenge Wing Commsnd^r et a I. 



Ml Tank Platoon II 



54 



Superb- looking sequel to one of the best 
tank games ever made. 



Lionhead Diary 



62 



An exclusive insight to what goes on 
behind closed doors at Lionhead. 



Space Bunnies Must Pie 36 

The big-eared furry ones are in clanger in 
this Tomb R^ider-ityl^ platformer. 



RPG 



38 



First look at Gremlin's visually stunning 
role-playing game. 



Buggy 
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A racing game with the emphasis firmly 
on fun as opposed to simulation. 



IVIystery Ciub: 
Gruesome Castle 



42 



We take a look at an unsigned game 
from Oz that couid turn out to be the 
first true 3D adventure on the PC. 



We phoned all the software support lines in the 
country and gauged their reactions to gamers 
with all sorts of problems. Look no further for 
some highfy amusing comedy incidents 
starring support people everywhere and 
our very own Charlie Erooker. 
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Jedi Knight: 
Mysteries Of The Sith 



72 



Lucas Arts' Jedi add-on turns out to be 
even better than the original game, 
which was pretty top to start with. 



Shadow IVlaster 



77 



Psygnosis take a crack at the first-person 
shoot' em up genre in this futuristic 
combat game. 



Battiezone 



82 



Yet another classic game gets updated 
for a '90s gameplaying public eager to 
know what all the fuss was about. 



The Golf Pro 
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Fantastic golf game from Empire with 
stunning graphics and gameplay to match. 



Air Warrior III 
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Flight sim fans finally get a decent piece 
of on-line gaming action. 



Plane Crazy 



A flight sim for people who can't be 
bothered to wade through huge manuals. 



F1 97 
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Psygnosis' latest version of their best- 
selling Formula 1 racer. 



SuperlWatch Soccer 
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The creators of Matchday take on Actus 2 
with their new football game. 



Red Line Racer 
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it might look great, but how does Ubi 
Soft's arcade racer really handle? 



Ultim@te Race Pro 
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The PC needs another arcade racing game 
like a hole in the head. So why can't we 
stop playing this one? 



Last Bronx 



102 



Have Sega finally got their act together 
and released a decent beat 'em up for 
the PC? 



Actua Hockey 
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Gremlin challenge the mighty HHl 93. 
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Jedi Knight: 

Mysteries Of The Slth 

Have LucasArts created a new benchmark in 3D action 
gaming? Turn to page 72 and find out. 
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&u 'If need at feast a Pentium 133 wrtH 
16Mb ft AM to rury the software on this 
month's CD-ROM. 

Many of the programs are designed to 
run under Wrndows 95 aid, as a resiilt 
SQme of them may require a Pentium 
166 with 32M;b RAM to run satisfactoriJy. 
Please note that some games also 
require a 30 accelerator card to run, 

Use the browser and menu system 
to see which demos are Windows 95, 
DOS artd 3D accelerator only. 



Help! 



CD trouble? HD playing up? Don't worry - 
phone Qur helpline and sort yourself out pronto! 

HD DISK HELP 

Phone Matthew on 01274 736990 

Any weekday between 9am and 4pm 

CD-ROM HELP 

Phone ABT on 01708 250250 or 
pcione^a bt-n et, dem onxa. u k 

Any weekday between 1 1am and 5pm 
(Please DO NOT phone the PC Zone office 
as your calls will NOT be answ^rsd) 

If you are calling either helpline, then please 
take note of the following points: 
% If possible hav^ your PC operating and near 
to the phone when you call. 

• If this is not possible, note down all relevant 
information ie s^tem type, sound card, RAM 
etc pl^ the nature of the fault. 

• Make sure you have a pen artd pap^r to hand 
to jot down the relevant info when you call. 



No CD? 



If you don't have the CD issue, tfien fear 
not! Simply fill out this slip, enclose your 
HOs from the cover plus a cheque for a 
whole £1 and send it to: 
CD Exchange {&2L Zotte^ Bradley 
PavHbns^ Bradley Stoke North, 
mtt0\ BSn OBQ 

Your details (please print deartyj 

Name:..„„.. 

Address: 

Postcode: 

Ple^&e makiG cheque;, payable to: 

DENNIS PUBLISHIflG LTD 

CDi from previous issues are also available. 

I 
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ON THIS MONTH'S CD ZONE WE'VE GOT A MYRIAD OF AWESOME PLAYABLE 
demos incliidinq FIVE fantastic EXCLUSIVE titles that you won't see on 
any other PC magazine. Sit back, slip the CD into your drive and get ready 
to enjoy the groundbreaking Mysferies Of The Sith, the fabulous Forsaken, the 
Incredible Incoming and the fantastic Ff 97, We've also got a very early alpha 
version of Earthsieqe S for you to have a look at, and the latest Quake H Point 
Release that includes EIGHT new deathmatch levels and iD's official bug fixes. 
Be sure to check out our two bonus CDs and see if you've won a fabulous prizel 




JED! KNIGHT: 



MYSTERIES OF THE SITH (LucasArts/viE) 




H 



E STILL WALKS LIKE HE'S GOT 
a thermal detonator between 
his matted cheeks but that 
doesn't stop the 'Bearded Jedi' Kyle 
Katam from picking up his lightsaber 
in another Star Wars adventure. This 
massive first level from Lucas Arts' 
superb mission pack has Imperial 
troops attacking the Rebel base. Do 
what you can to halt them and make 
your escape through the base to a 
waiting Imperial shuttle. 

Cont TO Js: Key board/joysti ck/ m ouse 

PorfXl 



iEP (directional) 
or W\ (keypad) 
W\ or right 
mouse button: 



>|OM£) or 
3] (keypad) 



'I PG UPj l 

; PG oSi 



Turn right 

Jump and swim up 
Crouch and 
swim down 

Centre view 
(centres your view 
in mrddle of screen) 
Look up 
Look down 
Free look 



KEYBOARD CONTROLS: 



(keypad) 


Move forward 


□ a^nd m 


Cycle 


:.Hor|lT| 






weapons 


(keypad) 


Move backward 


^CTRL|/|[0l 




;otti 


Run 


(keypad) or left 






Slow mode 


mouse button 


Primary fire 




(hold key down 


m 


Secondary fire 




while moving) 


p 


Kyle's fists 


3 or T 




a 


Bryar pistol 


(keypad) 


Sidestep to left 




Stormtrooper rifle 


M or (IXI 




m 


Thermal detonator 


(keypad) 


Sidestep to right 


m 


Bowcaster 


jroi 


Slide toggie 


m 


Imperial repeater 




(modifies your 


m 


Rail detonator 




turn right/turn 


m 


Sequencer charge 




left controls) 


m 


Concussion rifle 


T7] (directional) 




m 


Lightsaber 



or B (keypad) Turn left 





FORSAKEN (Acclaim) 

Acclaim's latest may look like Descent 
but it most certainly Isn't. Two single- 
player levels are on offer here and the 
idea Is to get through the meandenng 
tjnnels retrievlrig as many gold bars as 
possible. Tile more you collect, the more 
lives you accumulate - and you'll need 
them as well. When you've had enough 
of that, why not settle down to a 
leisurely spot of death matching in the 
battle dome? 

Con! rots : Key board/mouse/joystkk 



L M & 

m 
m 

ifcfin! 



; HOME i / ^Ind] 



B 

m 

a 
m 
m 
m 



Fire primary weapon 

Fire secondary 

weapon 

Forward 

Reverse 

Rotate bile 

Slide (strafe) mode 

Fire primary 

Fire secondary 

Bank left/right 

Mines 

Cycle weapons 

Pause game 

(access menu) 

Keyboard config 

Removfe screen text 

Rear- view window 

Change screen size 

Pulsar 

Trojax 

Suss gun 

MUG 

Solaris 

Gravgon 

MFRL (multiple-fire 
rocket launcher) 
Send taunt message 
Enter your own 
message 



xcLusivei 




INCOMING (Roge) 

One of the best examples of what a 3D 
card can do, and though you don't need 
one to appreciate the game you'll sure 
as hell need one to appreciate the 
graphics. Two missions are included in 



this demo: one has you defending your 
base from alien attack and the other 
puts you in charge of a helicopter After 
you've played them< sit back and watch 
rolling demos of some of the later levels. 

Controls; Key boa rd/mou se/joy St i ck 

Movement 
^ Fire 

Fire secondary weapon 
Forward/re verse 
Rotate left/right 



Left WFTTI 

mm 
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EARTK5IEGE 3 (Dynamlx/CUO 

If you play demos in order to get a feel 
for a particular game, then steer well 
clear of this. It's a p re-alpha test release 
of CUGSierra's latest Here game, which 
means that there's a fair chance that the 
final version could end up being 
something else entirely, Not surprising 
considering it's multi player only. We'll 
have a newer single-player version soon, 
but if this is anything to go by we hope 
it won't be too different. Any comments 
about the game can be posted to 
www. dynamix.comyes3/ 
forums, htm L 

Cont rol S : Key board^j oy sti ck/mo use 



PUj+il RETURN I 

m 

mm 

E/lfDl ^ 

|lT/|i&ACKSPACi; 

Mouse 

LMB 

HMB 

H 

m 

Number pad \M 
Number pad [Hi 

IMEH-H 

ts 
m 



m 



Toggle screen mode 
Chat 

Forward^backward 
Turn left/right 
Stop 

Targeting 
Fire 

Target enemy 
Target closest non- 
team -mate 
Select weapon 
Qua I -fire mode 
Engage chameleon 
cloak 

Crouch/stand 
Reincarnation 
Shuts down/powers 
up reactor 
Configure HUD mode 
Sim preferences 
setting 
Toggle player 
scoreboard 
Draw in wireframe 
Send message all 
Send message team 
Send message target 
Send message to 
specific player 





Set full screen to 




software 




Set full screen to 




glide (if available) 




Projectile camera 


illNTII?I| 


Activate/deactivate 




shield 


|l5HIFTI + iEhjTER) 


Acttvate^deactivate 




shield tracking 


wm 


Focus shields 




forward/rear 


mm 


Rotate shield focus 




left/right 


m 


Step through 




scanner ranges 


lIlHiFTl-E 


Toggle active^ 




passive sensor mode 



GRUESOME CASTLE 

(Gee Whiz) 

Our suspicions were initially aroused 
when the adventure started outside a 
van that looked very similar to the 
'Mystery Machine'. However, it was 
when trying to get into the castle that 
they left the biggest clue - there was no 
sign of Scooby Doo. "Yeah, and I 
wouldVe got away with it too. if it 
wasn't for those pesky kids." 

Controls: Keyboard/joypad 

HSHH Movement 
i mm Hold to run 
licmi Hold for look around 
mode 

[ll/IK] Look at/use an object/ 
binocular zoom 

B iOM! open/close inventory 

cm Skip text 

Change camera modes 

[9 Move camera in/out 

\M Quit the game 



RED LINE RACER (ubi soft) 

Wtth Ubi Soft's new arcade racer we 
can all find out what it's like to be a girl 
on a motorcycle (or a boy if you're of 
the feminine persuasion). Complete 
with gender- correct yelps of pain as 
bodies hit the tarmac, this one-track 
demo should whet the appetite for the 
full game. 

Controls: Keyboard/joystick 

|Q}|Q Manual gearbox 

HE! steering 

l|15Hirq Accelerator 

L lggg Brake 

Wi Signal to other players 

1^ Turbo boost 

IIISCJ I Pause menu 

\M Help 

|§ Change camera view 



VR POWERBOAT RACING 

(Interplay) 

The ongoing quest for original racing 
games takes to the briny in Interplay's 
tricky one- course demo. The difficulty is 
in timing your jumps and using your trim 
(whatever that is) to perfect cornering. 
Once you've got the hang of things 
you'll probably get lost behind the 
scenery. Still, I suppose you just try and 
try again, eh? ► 



COMPUSERVE CD 



THIS MONTH^S THIRD CD 
would normally be either 
a) snapped in half and 
thrown in the nearest circular 
filing cabinet, b) used as a 
shiny coaster or c) melted in 
the oven and moulded into a 
nifty flowerpot. 

Before you do find other 
uses for it just think what you 
could do with ten hours free 
Internet access with the UK's biggest 
on-line service. You could play 
games^ find out everything you could 
possibly want to know about 
geraniums, or even hack into US 
defence networks and spark off a 
third world war YeSy the possibilities 
are endless. 

All you need to do is pop the CD 
into the drive and wait for the 




friendly and functional 
1 nteracti ve to u r to ki ck i n. 
Also included on the CD are 
demos for Tomb Raider ft and 
Worms IL 

If you have any problems with 
CompuServe or the CD contents 
please do not call PC Zone, 
CompuServe have their own support 
number: 0990 1U819. 
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Controls: Keyboard/jDystkk 



E 



steering 
Accelerate 
Trim up 
Trim down 
Pause 
Exit race 
Change view 
Help 

TV camera 
Toggle map 
Zoom map 




BATTLEZONE 

Fifteen years on and Activis ion's tank 
classic gets wheeied out again, tliis 
time in glorious technicolor. The 
featured mission is set on the moon 
between the Americans and Soviets, 
and as the apple pie-eatin' Yanks you 
must protect not only your base from 
attacl< but also your vehicles. 

Controls: Key b oa rd / mo u se/j oy stick 
S ^l^w forward 

® ' Forward 

Strafe left/right 
Stop and back 



mm 

H & mouse 
down 

^ Sf mouse up 

Mouse 

T| 

LMB 

RMB 

Ctrl & H-El 



Pitch up 
Pitch down 
Turn left/right 
Jump 

Ft re weapon 
Select weapon 
Select hard point 
Link similar hard 
points 



IglB & RMB 



mi 



^! fill 

m 
ra 
m 

m 

[Icmj-[1| 



Views 

Game options menu 
Activate command 
interface menus 
Multiple select units 
Issue smart reticule 
command to 
selected unit 
Select target 
Cancel selected 
command menu 
Assign units to 
quick key 
Select mapped 
group 

Target enemy onlofi 
Select next nav beacon 
Get information on 
object under reticule 
Hop out of vehicle 
Bail out 



:PAU5£! 



bepfoy/un deploy 
deployable vehicles 
Chat to another 
player in multi-ptayer 
Pause game 
Exit mission 



LURID LAND (illusion Sottworks) 

Collect t lie four coloured keys and free 
the prisoners and that's it - pretty 
simple, liuh? Wliat else could you 
possibly want from an old-style platform 
game apart from artless graphics and 
uncomplicated gameplay? This demo 
features ten levels and even two- player 
support. 

Controls: Keyboard 

IHigHH Movement {player 1) 

igiill ^fei Movement {player 2) 

Jm /IALJ Fire player 1/2 

fmK Pause 

i^C j Quit/restart game 



MONTEZUMA'S RETURN 

(Utopia Technologies) 

Indiana Jones? Pah! He makes pink frilly 
dresses and drinks milk. IVlax Montezuma 
- now he 's the man you ask for wlien it 
comes to finding [ost treasure. Tliis 3D 
platform game features a number of 
linked puzzles, and if you find ail tlie gold 
you can access a secret levei. 

Controls: Keyboard 



Be 

Left ilBETli 
Left 



Rotate view 

Run forward /backward 

Run left/right 

Punch 

Kick 

Jump 

Resize vtew 
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F1 97 (Psyqnosis) 

One of the best racing games so far thSs 
year it's fast and you don't even have to 
iike Formula One to enjoy it, Ctioose 3 
car and race around 5ilverstone or try 
out a few practice laps around the other 
tracks featured in the fuli game. 

Controls: Keyboard/joystick 



IS 

mm 



Turn left/right 

Accelerate 

Brake 

Gear up/down 
Alter view 



ni ft^afvlew ! 
T' Reverse 


conmns! m 


!ybDafd^oystidc/wTje€l 


Leftl»Tl Tearoffs 




Turn left/right 




NumlJ/S 


Accelerate/brake 






Reverse 


TEST DRIVE 4 {Electronic Arts) 




Toggle mirrors 


We couldn't quite fit this on our 3D disc 


^\ 


Toggle dashboard 


but thought you should see it again 




Toggle map 


anyway. Race a Dodge Viper though 


(g 


Pit board 


England's green and pleasant land. The 


iMi 


Pit page 


skies are filled with RAF test pilots and 


@ 


Racing line 


the roads are swamped by Sunday 


m 


Steering help 


drivers ^ so look out. 


m 


Auto shift 




a 


Spin correction 


Controls: Keyboard/joystick 




Auto brake 




m 


Crash damage 


~^ Acce 1 e rate/brake 


m 


Switch camera 


Steer left/right 


m 


Next car 



mm 



m 



Brake 

Gears upydown 
Horn (fnirk) 
Pause 

Change view size 
Change view distance 
Change camera 




Right OTT 

RightJ^^k 
Left I control! 

Left TO! 

ESS 

m 



Pitch & roll 
Forward thrust 
Reverse thrust 
Fire 

Airbrake 
Weapon select 
Hover up/down 
Target lock 
View select 
Pause 



CART PRECISION RACING 

(Microsoft) 

A new version of Microsoft's IndyCar 
sim that now includes two tracks and 
support for both force-feedback devices 
and Oirect3D. There are a load more 
keys to get used to, which you can find 
by casting your eyes over the game's 
help file. 



G- POLICE (Psygnosis) 

We're still wondering what the 'G' 
stands for, but while we ponder away 
the hours let's enjoy again another 
mission from last year's award-winning 
3D blaster. In this new mfssion you have 
to find and destroy a bunch of droids 
who have gone rogue. The waypoint 
indicator shows your current mission 
objectives. 

Controls; 

Key bo a rd f\ oy stick/gam epad 



DEADLOCK 2: SHRINE 

WARS (Electronic Arts) 

EAs futuristic strategy game will only 
last 15 turns, and features one singie- 
player and a multi- player map for up to 
three players. It may look quite 
complicated at first but full instructions 
can be found in the How2play.txt file. 

Controls: Keyboard/mouse 

PInM] End turn 

Army box of 
selected territory 
Toggle planet view 
Toggle resource view 
Toggle military view 
Next territory 
Previous territory 
Delete disband 
unit/demolish building 
Help 

Game options 
Scenario status 
Buiidings 
Pacts 
Event log 
Research 
Chat screen 
Taxes 

Morale status 
Black market 
Colony assistant 
Zoom out/in 
Scroll map 



HOME 

ran 

WT T & EMI 



m 



im ■ 

El 



SEGA TOURING CAR 

CHAMPIONSHIP {Sega) 
Sega's touring car racer doesn't hold a 
candle to the recent Codemasters effort, 
but at least you can decide for yourself 
by tearing round the featured circuit at 
breakneck speed. 

Controls: Keyboard/joystkk 



B0 

mm 
mm 
m 



steering 

Gear shift up/down 
Accelerate/brake 
Light acce I/brake 
Change view 
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Uttim^re Icace Pra™ is REAL ^frreli^ratr^i/ rmcitig atzLianS This is arcade 
cor racing to push yaur 3*'0 ^uti&imratar' c^rti* ta the max; ptotiucinQ 
tia:z::ziiirMQ graphitraity-superiar effenrs mutih am shy refientianSf mud 
spanerSf sparhs^ mAi cf marhmr rain^ rhundfmrst:arms antl fay^ 
Uitim^TG Race Pru^^ is a hiyh^speedlr thrHi-a^mecanci ride against reat 
Hwe tiiiaHenyers i/nl:ernet^ fMezwwariir l^pdem^ Seriaf LinitJ cirnanipuiier- 
rantraUed appanents^ across 16 passibie tracks in time trf^t^ lap 
retiard ar *ghast^ made^ 

Ultimate Race Pra™. It^s not Just fast - it% anneieratedf 



^^^^ 



>y"' 14$[n KhIihfo T^E^ilinulagie^. A\i righls if^^srvsi. UMuwi^^ff Race aitd Kalrslo LntertainmBJil hie Crad^rnaflis ul KatislQ Tec>ifi4logi'9S. 
IrilCROPFfOSt IS ,1 ii\|r^!rri?d Irfldemark at Micrn^Ms^ Lid. "3-0 cEird ret^nmnieiideij: but riDl a reqiMreme^nl. All majgr 3-0 cards suppo-rlBd. 





WORMS II (T«am 17/MicroProse) 

This time- limited, single- level demo of 
the exceflent grub-based strategy game 
enables two people to battle it out or a 
single machine or, with a connection to 
the Internet, a multi-player game via a 
server based in the US. Try it 

Controls: Keyboard/mouse 



Mouse 

U mouse button 
Rymouse button 



[llNTER ! 

I ENTER I jl ENTER j 



(held) 



E/Q 
E 

m 
m 



Scroll landscape 
Select target 
Cancel weapon 
Move left 
Move right 
Jump/drop 
Back- jump 
Vertical jump 
Aim up 
Aim down 
Drop weapon 
Set strength 
Quit 

Set bounce 
Set fuse time 
Centre worm 
Next worm 
Action replay 
Weapon shortcuts 
Cycle worm settings 



HD ZONE 



PIRANHA PANIC 

(Wihiborg Entertainment) 

A rather snappy Defender c\on$. this. 
You control a single piranha out to 
save your eggs and kill all the 
jellyfish and barracuda. The scanner 
at the top tells you where your 
enemies are and there are power- ups 
to be picked up along the way. 

Controls: Keyboard/joystick 



BSEG] Movement 
Bite 



ACTION SUPERCROSS 

(Shareware) 

With a title like Action Superaoss 
you might expect a fast-paced racing 
game, in which case you could be a 
tad disappointed. Instead, why not 
prepare yourself for a platform/ 
puzzle game on a slow bike. 
Intrigued? Course you are. So give 
it a go. 



Cycle detail levels 

NBA LIVE 98 (ea sports) 

What can we say - it s basketball, for 
heaven's sake. Anyone who doesn't 
know what to do should be exiled to 
some small Scottish island (if they're not 
already there) and be forced into making 
a living from carving trinkets from guano 
and selling it to American tourists. 

Controls: Keyboard/gamepad 



Movement 
Pause 

Pass/call for pass 
Shoot/hand 
check/jitmp to 
rebound/block 



SID MEIER'S 
GETTYSBURG (EA/riraxis) 

A new version of the Civil War real-time 
strategy game from the creator of 
Civilization and Railroad Tycoon. Three 
new scenarios are available as well as the 
original tutorials to teach you the 
mechanics of the game. May we suggest 
you read all the accompanying text files 
for detailed help on how to play the game. 

Control Mouse/keyboard 

REGIMENTAL COMMANDS: 

Form column 
ili_| Form line 

El Skirmishers 
llPGUPl / T^QMEl Wheel right/left 



■IBIji 



SuperCrost 




Shctr«wQr« 



Controls: Keyboard 



m 
m 

mm 

C3 



Accelerate 

Block both wheels 

Turn bike 

Turn bike around 



mouse) 

iWTlil'Tl 

m 
m 

ra 

EO 

m 

Jo'i{+ mouse) 
fo (+ mouse) 



Wheel to cursor 
Advance 
Charge 
Hold 

Double-quick 

Attach 

Fait back 

Retreat 

Volley 

Halt 

Detach from brigade 
Line of sight 
Don't stop 
Oblique 



BRIGADE COMMANDS (ADDITIONAL): 



SHtFT; T 
shifTT T 

IBlFTlitjC 



Form battle formation 
Form double line 
IVIanoeuvre 
Road 

Attach all regiments 
Rally troops 
Refuse line, left/right 



BATTERY COMMANDS (ADDITIONAL): 

Limber/unlimber 
Ei Fall back firing 

GAME CONTROLS: 



z / x.i 


Zoom in/out 


..5^4iFTii:cj, 


Centre map 




Pause 




Speed up/slovu down 




Exit scenario 




Load 




Save 


irwT. 


Next regiment 


a 


Map 


H 


Find fighting 


H 


Find largest objective 




Last important point 


m 


Scenario status 


H 


Order of battle 


m 


Courier messages 




Battle summary 




Options 




Toggle trees/houses 


T\ 


Randomise enemy Al 



GENOCIDE (Kaos Kontrol) 

A new Windows 95 version of the 
^^jyse-style demo we ran a couple of 
months back. Use the mouse to direct 
your fire, and the keyboard to move 
through the scrolling 2D world. 

Controls: Mouse/keyboard 



ia.|;:L'..^i;^. 
Mouse 
LMB 
RMB 



Movement 

Targeting 

Fire 

Change weapon 
Zoom in/out 



ARMORED MOON (Mlcroforum) 

This reaJ-trme strategy game takes an 
isometric view of a sci fi world. Build an 
army of mechs and cyborgs and send 
them against the computer- control led 
forces. There is a limit to how many 



units you can have, so take care wtien 
attacking the enemy not to leave your 
base open to attack. 

Controls: Mouse/keyboard 

M Help 
S Save 
g| Load 
|§ Mission briefing 

IS Options 
PJABI Map toggle 

ElglHH Scroll view 
Status 

Arrange units in line 
Arrange units in file 
Halt units 

Select all units on screen 
Select all gun units in 
current selection 
Laser units 
Missile units 
Flight unit^ 
Plasma units 
Cyborg units 
Supplier units 
Deselect all units 
Control 
WrM Assign team 

H-S Select team 



m 

||&ACK5PACE|| 



m 



m 
m 



m 



HARANGUING ON THE 
TELEPHONE 

Who says we just make this stuff up? 
To supplement this month's feature 
(see page 64), here's living, breathing 
proof that Charlie Brooker did indeed 
speak to all those helpful people at 
Activision, BMG, Etdos and Virgin. 
Each file can be run from within the 
browser Just click on the relevant 
icon, put your feet up and laugh 
hysterically at the poor beleaguered 
recipients of his wrath. 

OUAKE II - 3J3 POINT 

RELEASE (ID Software) 

They've taken their time about ft and 
they should've been in the original 
release, but ID have finally got round to 
releasing the official mutti-player levels 
that we've all been waiting for The 
patch is a self-extracting file that will 
copy the relevant files to your Quake2 
directory. When you next start the game, 
everything wril atitomatfcally be set up 
and ready to go. 

PATCHES 

More of the latest upgrades, including 
CM2 transfer updates and world league 
info as well as patches for Lands Of Lore 
2, Ultimme Race Pro and Dark Reign. 
Go to the /patches directory on the CD 
and choose the patch you want Each 
ffle is either self-extracting or can be 
unzipped with WinZip - just specify 
where you want the files to go, 



10 



3D ZONE 



If you've got a 3D 
accelerator card tucked 
away inside your PC, you're 
in for a real treat this 
month. We've scoured the 
globe for the latest and 
greatest demos, patches and 
drivers, and stuck them all on 
one easv'to-use CD. So what are 
you waiting for? Stick it into the drive 
and let's see what this baby can do.., 

WHETHER YOU HAVE A 3D ACCELERATOR 
card or not, there's more than enough on 
this month's second CD to keep you 
occupied well into the summer months. Depending on 
which card you own you'll be able to enjoy over 30 of 
the best demos currently available - including Turok: 
Dinosaur Hunter, Tomb Raider If, lands Of Lore 
if, X-Wing Vs TIE Fighter and Caimageddon 
Splat Pack - that take advantage of the 
latest 3D card technology. We've al50 
compiled as many of the latest patches 
that we could find and included the latest 
drivers for the most popular 3D cards. 

If you haven't got a 3D card don't 
despair^ you can still run many of the demos 
on this CD, and we're giving you the chance to 
win one of the latest next- gene rat ion cards as well as 
copfes of the fabulous forsaken and the awesome 
Nightmare Creatures- See right-hand column for 
further details. 

DEMOS 

To avoid any confusion, all the demos have been 
grouped by chipset rather than by card manufacturer. 
Simply click on the relevant tabs on the CD browser 





to see how many demos you 
can run. DirectBD is of course 
the name of Microsoft generic 
drivers that all 3D cards can utilise, 
so be sure to dick this tab whatever card you 
own. Tbe 3Dfx demos will run only on the Voodoo 
chipset and we've made an effort to include as many 
of these as possible because this is by far the most 
popular type of card. We've also included a couple of 
native PowerVR and Rendition demos too If your 
card uses this chipset, don't forget that you can also 
run all the D3D demos, but they won't look as nice! 

If you haven't got a 3D card in your machine, 
check out the tab on the CD browser marked 'No 
3D card' and youll find 25 demos that will run in 
software mode. They obviously won't 
look as spectacular, but they're well worth a look 
nevertheless. 

PATCHES 

If you go to the /patches directory, you'll find a whole 
host of the latest patches available that will turn your 
old games into stunning works of art. Again, to 
keep things simple we've grouped them 
by chipset. Each directory contains either a 
self -extracting 

or zipped archive file that must be 
unpacked to the relevant game directory. 
You are strongly advised to check any of the 
accompanying readme files for correct 
intructions on correct installation procedures. 

DRIVERS 

Your video card(s) can't run without them, and 
guite often drivers get overwritten or even lost. 
We've done our best to compile a! I the latest drivers 
for all the major cards. To update or re- install new 
drivers, just select the one that matches the one in 
your card and double-click on the icon. Be sure to 
choose the right one though, otherwise odd things 
may happen to your machine. 



OIUE OF 40 

STATE-OF-THE-ART 
3D GRAPHICS CARDS! 



Here's your big chance to win a next-generation 3D 
graphics card. This is what we've got to give away: 

10 Creative Labs Voodoo 2 cards 
10 Orchid Righteous 3D 2 cards 
10 Maxi Gainer ID 2 (Voodoo 2) cards 
10 PowerVR Apocalypse IDX cards 

Additionally, the first 15 winners will each receive a 
copy of Acclaim's incredible 3D showcase Forsaken. 
We also have 1 0 copies of Nightmare Creatures to give 
away in conjunction with Video Log it. This is a special 
competition which you can enter on-line simply by 
pointing your Web browser at VideoLogic's website: 
www.powervrdirect.com. When you visit this site 
you wiit see a flashing button bearing the legend 'PC 
Zone 3D competition'. Double-click this button and you 
will find a competition to complete. Winners will be 
notified in a forthcoming issue of the magazine. 

Follow these instructions to find out if youVe 
won our cover CD competition: 

1 . Place the 3D lOHl disc in your CD-ROM drive. 

2. Run the 3dzone2.exe file either from the run 
command or fay double-clicking on the icon in 
Windows Explorer. 

3. Click on the Competition tab on the browser, and 
have ready the serial number which you'll find on 
the back of the CD box. 

4. Simply key it in then dick 'Go' to see if you've 
won. Good luck! 

DISCLAIMER: PC Z^ne cannot accept any responsibility 
for the loss or damage of data through using this CD. 
Editors d&ci^ior) is final All usual canipo rules apply. 
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SLIPPAGE CEIUTRAL 

Which games have slipped, 
and when thcyVe 
slipped to. 



PAGf 16 



Well-balanced, 
intelligent Grand 4 ^ 

Theft Auto 



feedback. 



PAGE 23 



Heart of the matter 

Now v'ou 5ee it, now you don't. Now 
you'll s£e it some time this summer. 
Pfobably. 



HOTSHOTS 

Pssl... Want to sec the very first 
in-game Camageddon II shots? 



PAGE 26 




Microsoft Gamestock '98 




First news is just coming in of 
Microsoft's new games line-up.,* 

Age Of Empires has surprised many by 

becoming one of the best-selling strategy games 
ever It comes as a surprise to no one, then, that 
hopes are high in the Microsoft camp for Age Of 
Empires 2 when it arrives at the end of this year 

On the evidence of what we've seen at 
Gamestock '98 {Microsoft's own games conference). 



Age Of Empires 2 retains everything that was so 
addictive about ttie first game and adds many 
new features of its ovtfn. Chief among these new 
developments is a greatly enhanced graphics engine 
which allows for huge buildings lovingly crafted in 
1 6-bit colour. The Al has been massively 
improved too, so gamers can now choose 
formations for their units, in addition 
to determining how aggressive or 
passive they are in battle. 

Personally, we'd like to see 
an improved campaign with 
linked on-going battle 
scenarios. Ensemble (the 
developers) have not ruled 
this out, and this feature 
may well appear in the 
end product. We'll give 
you more news on this 
as we get it. 



(Left) A^e Of Bmpires 2 boasts bigger buildings and 
enhanced graphics. (Above) Spitfire; at Jost FHghi 
Sim with guns. 

Flight sim fans are in for a treat with the release 
of Spitfire, a World War II combat sim that uses the 
highly sophisticated Fiight Simulator 95 flight 
engine. Flight Sim W\th guns is something that 
propeller heads have been crying out for ever since 
the fS series began, and Microsoft are confident tfiis 
new addition to the FS stable will give the product 
broader appeal. Microsoft hope to have Spitfire in 
the shops by the end of the year. 

Finally, Motorcross Madriess is an absolutely fab- 
looking stunt driving and racing game which uses 
D3D to better effect than any game we've seen so 
far We'll give you more news on this promising racer 
next Issue. For more details on any of these games, 
call Microsoft 0345 002000. & 
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D3D tomes of age with 
Moforcross Msdness. 



The 'it' in question is Nean Of Darkness, 
ttic oft'delayed cinematic platformer 
fFom tlie liench blokes at Amazing 
Studios. The game, which tells the tale 
of one ho/s quesi to rescue his bebved 



poodi from ttie other-wtiridly clutdies of 
The Dark Souls^ could qufte possibly 
pms to be the most advanced 
traditional platforfm game to date, 
When you consider the thousands of 



flames of tiadirional 2D anfmaition, pre- 
rendered backdrops, and arourid half an 
hoyr of csnematic storytelling sequences 
which seamlessly link to the action, 
you'll appreciate why Hean Of Darkness 



has been in production longer thar^ arty 
other game ewi 

Keep 'em ;peeled foT later this year 
when Hern Of Darkness h coughed out 
via Ocean Software. 




Can you stomach it? 

Indigestion? Use new, all-improved Settiers ill - 
with its best ever formula - to tackle those 
intolerable gut-rot problems,,. 

Hang on. this should be about German 

developers Blue Byte Software, who've 
recently announced a sequel to Settiers U - 
""he aptly titled Settlers W - when we were 
I n fact expecting another Sertj'efs add- 
on/cash-in next [Settiers Tkonium, anyone?), 
The next instalment in this popular God-sim 
series is scheduled for a Septernber release 
and will boast new enhanced, rendered 
graphics (the screenshots look incredibly 
bare, but Blue Byte tel^ us cnere's still some wiy to go with the interface], on-Jine support with a 
dedicated UK server, and an a 1 1- new combat system. So maybe this- time round you'll have at least 
a modicum of control over your troops. 

The game's mixture of economical, industrial and military manoeuvring has made i^t a 
perennially popufar pansy in the overgrown garden that is the reaMIme strategy gaming genrt. 
One can only hope that enough time and energy is spent unlpcking the potential of thf on-line 
aspects of this game as weil as keeping the lone player happy. Check www.bluebytexom for 
further details. 0 




The return ^ 
of Turok 



Take a look at these I ~ ~ 1 

hot new shots of Jp ^IH^gH 

Acc la i m 's fort hcom i n g ? 'jto"^^^ 
Turok 2 and be _1 
prepared to stand gflr ^4^^^ 4 

back in amazement. a^^^ ^^'^^'^^^^ 

Following on from ^^^^^sB^^ 
where tKe previous ^^^Br^^^ ^ ''^^ 
game left off, Turok 2 

wiK again feature a ^ ^.^Jl 

roaming Indian with Eftdangered species or not, get ir^ Turok*S 
an arsenal of hi-tecti eights and you're dead meat, 
weaponry and a bone 
to pick with the local wildlife. 

Not expected untM late on in the year, Turok 2 will take 
advantage of the next generation of 3D accelerator cards 
and will give the player a wider field of vision (ie less fog) 
so as not to feel as claustrophobic as in the first game. 

Hopefully we'll see a rich arsenal of new weaponry 
and more taxing puzzles than the first instalment had, 
although Acclaim have yet to confirm exactly what they 
plan to have in it. More details soon, I 





Archer of Loaf 

Maclean develops Awesome new game. 

Oral hygiene magnate - and the man behind such classic (old) games as 

Dropzone, fK+ and Jimmy White's Snooker - Archer Maclean has a new company, 
modestly entitled Awesome Developments. Their first attempt to rid you of cash is 
to be called Jimmy White's 2: CuebaH. 

Effectively, Jimmy White's 2: CuebaW is a slob em up simulating idle pursuits. 
Wandering around like a fool, the player can stroll between such disparate areas 
as a 19th century Edwardian games room and a 1950s American pool bar. Each 
room comes equipped with a snooker or pool table, as well as an array of fully 
playable sub-games^ including the original Dwpzone, and even a rudimentary 
replication of darts. Further home comforts come in the form of a remote- 
controlled TV, a programmable CD player and an adjustable fire. 
Jimmy White's 2: Cuebaft is released in September 0 




Bricks in space 

Fans of System Three's quirky resource management game 
Constructor are likely to be both excited and bemused by news of a 
sequel. Constructor H, as it is inevitably known, looks set to retain 
all the left-field humour of the original.,, but within a completely 
different environment - the barren plains of an alien planetoid. 

Quite how this geographical shift will affect the gamepfay is 
unclear at present, although it seems likely that out and out conflict 
with a race of malevolent, xenomorphic aliens will form a large part 
of the equation, leading to plenty of thriHsome humans-versus t he- 
critters action. The overall feef fs still resolutely tongue in cheek, 
with the dope-addled hippies of the original title making a welcome 
reappearance alongside ticklesome newcomers such as the Alien 
Egg. a walking embryo which impregnates its victims, subsequently 
causing their guts to burst open all over the carpet. More 
information as and when we get it. Z 
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Meet Marathon 

Plans for 3 4S-hQur gaming marathon, call^ed 
Fu&ion '98, have just been ar-nojnrec sy *he 
team that was responsible for The Gathering 



{see previous report in the Christrnas edition 
of PC Zone}. The event - the largest LAN 
party ^yer iyld - take& place over the 
weekend of April 11 and 12 at The Queen '!i 
Hotel in Leeds, kicking of^ at 10am on the 



Saturday morning and corit^nuing non-stop 
until Sunday evening, 

"We're yonoa have around 300 PCs 
networked, There'll be huge knockout one- 
on-one, tv^^o-on-tvya and Clan toumannents. 



as well as a Qu3k& server running 
permanently outside of tournament time," 
organiser Paul Younger told us. 

More ir^rmat'ion and regi strati on [5e tails 
at http://f tjsion98 , real ity-x,co,uk/. 



mVVM)l CENTRAL 

An at-a-gfance look at games with 
changed release dates..* 



Game 

Darkatana (Eidos) 
Fighter Squadron (Actiuision) 
Grand Prix Legends {Cendant) 
PopiilDus III (Bullfrog) 
Sensible Soccer World Cup 98 (GT) 
SilM (Activision) 



September 
September 
September 
September 
May 
May 




Now Sepltfmber: Ion Storm 'i Dafkatana. PC Zone k 
still waiting for art explfnatfon,,. 



Burning bright 

Top golfer Tiger Woods and sports sim specialists EA 

Sports have teamed up to produce tire next in the F6A Jour 
Go// serf es, Tiger Woods & The PGA Tour. Promising to have a 
hand in the game's development Woods said he was thrilled 
to join the EA Sports teain". 

Coming as it does during something of a low spot in the 
young goiter's form, expect to see his trademaric power drives, 
distinctive ceiebrations and inadequate attempts at baii control 
faithfuliy reproduced in the new game. Whether his comicaliy 
moustachioed coach will also appear is stilf uncertain. 

One interesting fact about the deal is that to obtain the Tiger 
Woods licence, EA had to go through footwear manufacturer 
Nil<er which effectively 'owns' the young golfer 

it's a funny oid worid. , . © 




Babylon 5-knuckle shuffle 

At lastr the suspense, mystery 
and twisting storylines of 
Babylon 5 are heading to the PC. 

Cendant Software (formerly Sierra On-line UK) 

hope to compiete a 3D space combat simulation 
based on the Babylon 5 universe - complete with 
paranoid aliens, weird-looking spacecraft and 
hundreds of worlds - by the autumn, 

Reflecting the series, the single-player game 
will centre around a deviously concocted plot, 

while multi-player games are planned as more of a cosmic shoot 'em up-type fracas. Needless to 
say: Origin - watch out. 

Scheduled to reach us some time in October, Babylon 5 Space Combat Simulation (inspired name 
-Ed) m\\ blend the talents of Netter Digital (the special effects team for the series) with Cendanf s 
own in-house programming eggheads, complete with an in-game score supplied by Christopher 
Franke (the show's music composer). 

Ail in all, it's a potent mix of talent that should be more than capable of expanding the space 
shoot 'em up genre into something more expansive and believable than it is at the moment. © 



Dominate ADF 




^^^^jj^^^^^^^j^^^^^^^^ Gonzo independent programming team 

if^T^'Cr " ™ ^ Game Tool Techrtologies have put together 

: ^^^^^^1 ^ handy little application for DID's news 

'^ji-:.'" : ' . * F^^^^HI page-dominating ADF. Previously, 

'^^^^RjC ADFs only real flavtf was that there was no 

- KliiiwtM "ser-customisabillty in the missions. Now, 

^ ' - lui^^fiilllEM via GTX you can download Air Combat 

■:,r.,- 'tT:^-^ 'fl 

^ IL^^ilB ^^hI ^^^^9^ s P ' 6 ' s mission editor, 

completely free of charge. 
ACD lets you set up and fly your own F-22 scenarios, altering everything from 
weapon parameters to mission goals. There's also the option to jump into the 
cockpit of something other than the F'22, but in such cases only the look of the 
plane will be changed. 
Grab the software from www.gttweb.com and get cracking. Z 



Free Incubation add-on 

Blue Byte arc so pleased with the following that inctibation seems to have gathered that 

they plan to release an add-on pack of new levels in celebration. And,., and... AND.... it'll be 
completely FREE inside every copy of /;ict;^?af/ofifrom March onwards. 

r/je Hidden Worlds, as ft is 
to be called, will contain 
seven missions previously 
available only via the 
Internet, and three brand new 
ones never before seen in the 
UK, Blue 8yte are doing this 
to "demonstrate just how 
much we appreciate the 
loyalty of our customers". 

Existing Incubatior) owners 
who have already filled out 
their registration cards will 
quaHfy for a copy of the disc 
via their postal system. Now 

isn't that just dandy? © ^^^^^^H^ ' ' '^^I'l^^^^^^^^^^^^^^H ^ 
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AclIVisioN 

Activision presents the new Double Vision offer 

BUY1 GET1 FREE 




luy any one of these great 
gannes fronn Activision... 



... and receive an Essentia 
Collection title FREE."" 




*S Attiyl^'itHi, fnc, Actiujsion \i a Tefg-hter^cjl tradennajrtt of AftiwisioHr inc. All righti reie/vud, All uth*fr tr"rfemjsrk^ and trade names are ihe pTciperCi*!^ ll'»tir rr-spf'ttive ownRre, 

*Offef valid at selected stores fof a Eimited periotJ ort^y. whili? 5tock lasts. Act i vision re^ej-ves the right to cancel the promotion at anytime 
without notice. See store manager iQf full prornotion details. 




Punk to funk 

Aa'v sion are puUing t^e finsshing touches to 
lotefstate 76: f^sUc Riders. As pr^^viously 
leportetf, it will be a , '^rd^ln'rc .xpsnsion pack 



set previous to Jhe origlr.fll iiame. P-^ysrs wilt 
tackle over 20 r\ew nriEs^icrs set ccrosi iS^Os 
Amerjce. As weH as same serious new grorjves, 
the game will uho feature nine new cars and sk 
new wc spoilt ii^ -addition to ihosc from the fifst 



game. The old graphics have been givefi a 
serious overhaul, and we can expect full 3D and 
force- ^eedback suppoft - all for under a cool 
£20: Check out www.activision.com or watch 
out foi a lull review m.[ month- 




Empirical 
evidence 



Empire Interactive have a jengthy list of stuf 
on the way in the next few months. 




(Left) Rub dirt into ymir balls in fntemationaf Crkket Captain^ % 
(ftiglit) 'Hex ts sex' - lioiv's that for m\ Opor<fthn^f Art Of Wtrr tag fini^? 

in the spring we'll see International Crkket Captain, You can 

manage a County or Test side, picic tactics, sign top overseas players | 
(obviously you can only do the latter at Test level If you control ; 
England), slag people olf in the press before an important game i 
and bring out a tedious, self-serving book about your time in charge^ 
when you're sacked. 

The Operational Art Of W^r is a huge tie v^/ war game from Norm I 
Kogar (ex-SSI stalwart/legend) which etiables you to play through \ 
every major battle between 1939 and 1955, It has 12 standard ; 
scenarios and a map and scenario editor, ar>d should be very good. ; 

Tribal Rage is Talon soft's cartoony looking, tongue-ifi-cheek real- j 
time strategy game set in the future, boasting LAN and Internet ] 
play. And later in the summer comes Apache H^voc, a gorgeous- ■ 
looking chopper sim that lets you pit two of the nastiest combat j 

helicopters around head to head, i — v^:-:--:' ■ T^'^ i 

The hard-core sim boasts four 1{I^|||L^ ^ 

huge combat zones, dynamic ^^^K^oi^Q^m^^ 
campaigns, "real weather"^ ^^1111^^^^ i 

highly detafled terrain, and even SSSi 
some carrier-based missions. 

(That's carrier as in aircraft, not / "^'j' ' ^5 .* 

Robert, cookery fans.) ^ // a-I-, ^ ' .:. - \ j 0 ; 





(Ahove right} An in -game shot from Apache Havoc. Lonk out for more 



A nation of stars 

Star Nations, by Megamedia, could be the kind of space adventure that 

would make you wart to retire or a distant planet when you're finally sick to 
death of the one you currently reside on. Such is its promise. 

[n true Elite fashion, the player will be able to mould their destiny as either 
Entrepreneur, Adventurer, Crusader or just plain old Administrator (Who'd want a 
bloody desk job in a game like this? - Edl On top of this, there'll also be a 
chance to choose the 'right-wing' approach, to 
the point where whole civilisations can be led 
into galactic war with each other. 

Megamedia also tell us that Sfar Nations 
will have glorious 3 Dfx battle scenes, 
constantly fluctuating planet economies, and 
so many multi-player possibilities it'll make 
your brain implode. © 



Did you know? 

Three stories from simulatton and 

update patch specialists DID. The 
good news is that their next flight 
sim witi be a civil aviation effort 
called X-Plane, based on a Macintosh 
title (pictured here) which they 
encountered at an American air show 
last year. The original game featured 
h as real-time satellite weather information, 
the concept were DID that they signed a 
deal with the game's creator to use it as the framework for their 
own title. 

The bad news Is that the promised extension for F'22 ADF, Total 
Air War, now doesn't look like it's going to be out until autumn. 

Finally, back to the good news: F-22 ADF recently scooped Best 
Simulation and Best Game prizes at the recent Milia d'Or (our 
version of the Cannes Film Festival) - a first for any simulation. 
So congratulations to them. Z 



More Worms II 



Recommended 3 couple of issues ago, Worms if is currently &nc of the best mij Its -player, 

close-combat action garner available far the PC. The game will no doubt make even more of an 
tmpact in April this year when The Night Missions - a new mi^^ipn pack featuring new weapons 
and terrain and a special single -player 'adventure' scenario - airivrs in the ^hops, priced £9,9^, 

The new iinglc-player mode enables exploration of side-scrolhrtg levels [a la Super Mctruid, 
and Super Cofitfo on the SWESJ and will he played in real time. There will also be a special Ninja 
Rope Arena [comp^ete with unlimited use} 
for pJayers who want to perfect their 
swinging skills. 

New weapons available include flame- 
thrower, experimental laser (which can 
somtrtime-i blow up in your face), head-butE 
and the devastating Chinese burn. AnotJier 
added bonus will be the inclu^iinn of 
controllable vehicles such as tanks, jeeps, 
fixed guns and helicopters. @ 
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Road tank racing 

If a deranged gynaecDlDgist/programmer 
decide to knock out a game about 
wofnen's bits, pu'd m {Joubt raise an 



ey&brow or two - like we did when 
newi of this game first came in. 
Maturally, it came as a disappointinent 
to discw&f That 540 Hadng is aauahy 
about racing Volvos (Ahm - £d}. 



PPD^rammed by a splinter group 'rom 
the talent working on Grerrilin's 
forthcoming Motorhend, 540 Rsdog 
contain?* ideas that were originally goinci 
TO be incorpoiated into Motofheadkux 



were deemed worthy of ej game of their 
own. There will be a choice of [racks 
and built- to-tarik-style cars, plus ^ome 
sensationa! speed biw and lighting 
effects courtesy of 3D acceSeration. 




It's gonna be big 

Unsigtied Californian 

software team 
CounterActive are 
currently developing their 
all-new, non-linear, first- 
person shoot 'em up- 
cum-role-player, Jquan. 
The jquan game world 
looks set to be almost Titanic in scope, with numeroLS 
campaigns, each having between ftve and 20 missions [levels 
up to 32 million cubic feet in size are also possible using their 
engine - didn't we say it was going to be big?). We're also 
assured that Jquan will contain a fully dynamic 3 Dfx world 
wrth 24-bEt colour graphics, multi-player and on-line gameplay 
support, fully interactive 3D and ultra-realistic explosions. 

Once a UK distributor has been secured for Jquan we'll bring 
you an update. Until then, for more information keep an eye on 
www. counteractive. com. 0 




Look outr Longbow 

Nav^Lngic h^ve announced tiist the z\sssi<: helicopter 'aim' 

Comojichc 3 is to be reirstroduced to tJie world via Comanche Goid. 
The core of the game hasn't really changed, but the player has been 
provided with several new environments, new campaigns, improved 
wing man Al and a lA^orking Win 95 front end. Sadly no 3Dfx or other 
accelerator card is on offer, but Nova Logic have hinted that their 
extsting graptiics engine is being put down and that from now on their 
games will tiave 3D support. 

The most welcome news though is that Comanche Gold will now 
be compatible with the surprisingly excellent Novaworld.net Internet 
gaming service. 
Previously, only f-22 
flopfor pilots have 
been able to take 
advantage of the 
servke. Whether the 
two games will be 
■cross-TOmpiitiblt! ur 

confirmed. 0 ^^^^^^^^^^^^^^^HmW^..:^ 




Nish, dish 
and bang 



Before rushing to buy a copy of the exceltent Longbow 2, 

fJiqht sim fans might just want to hold out end watt to see how — 

Team Apache, the new chopper srm from Sinrns, turns out. „ , - « u » j- 

^ ' ... , . , , It But It cmf la havtf been Apache Indtan. 

Featuring two innovative campaigns (m real time, no less), 

Team Apache players will have to be a pretty quick, not only during the missions hut also rn between them. 
Resource management also makes an appearance, as commanders wHI have to decide whether to rescue 
downed pilots or request new ones. 

PC Zone was treated to a sneak peek at how the game was coming along, and we were 
impressed not only by the graphics but also by the beefy sounds. The game 
'^^j^^^^BB^^ was made even more pfayable with a new 'floating trail' camera and a 
decent 3D virtual cockpit, ream Apache was due to be published by 
..^ Eidos, but Mindscape have snatched it up and hope to have it in the shops by July. I 



Si 




Brian and Colin 

Codemasters announce a brace of sportsman- 
endorsed games. 



Warwickshire-based publishers Codemasters didn't have tn look far to secure a big name 
for their cricket game, procuring the servicFs of Bri^n Lara, captain of the afore me ntigned raunty 
and also of the West Indies, Of course, the game's 
been knocking around for year^, hur Brian iuro Cricket '98 will be its first appfarant'c on the PC. 

'Brim Lara Cncltet "38 wi^l ffature some inspiring graph ilc environments anct unrivalled mectianics 
of play," said Codies Managing Director Nick Wheelwright. But then hc'^ hjrdly likely to say; "Don't buy 
it it's rubbish," is hp? 

Coiin McCroe Raily is also fairly self -explanatory. Said WheelwrEght; "As a 
motors port enthusiast, I carj promise that CoSin McCme HoKymW take it5 place- 
35 the most realistic, thrilling and wholly playable rally game in 1993." 

Both games are expected to arrive sometirme during th? summer @ ^^^BBBSll^^^^^tkL^xAl^ki^'Js^i^^^^^^^^^^^^^^^^r 1^ 
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HIGH-REALISM STRIKE F I G H T E 






KOllKA 



^LB^^^A follows on from the highly 
successful and ultra realistic FA/ 1 8 Hornet and takes the 
ternn simulation to the extreme. With the excellent 
gameplay and exceptional realisnn of Hornet, Korea also 
brings with it outstanding graphics. 



KEY I KAttlttES;: 



3 Dfx Scrttn shof 



Three theatres of operation, alt featuring rolling 3D terrain and 
atmospheric effects. 

Accurate flight dynamics closely simulate the Navy and marine 
strike fighter aircraft. 

Exceptionally deraiied avionics are closely modetfed to provide accurate 
reproductions of the FA/ 1 8 Korea flight systems. 

Unique graphic engine delivers fast and smooth in-game graphies, even on an 
unaccelerated PC, 

Superior 3D graphics capabilities including Native 3Dfx Glide support for the 
finest accelerated 3D graphic effects available. 



For product information and availability, cineck out our web page at: www.empire^ca.uk 





which are not included m the US version. 

• Advanced mission editor provides design 
control over all available units within the 
Korean theatre. 

• Connect up to 4 computers via 
network for multipte player action. 
Includes 6 network missions designed 
to en hance m u Iti-p layer play . ; 

• Huge arsenal includes B-57 " " k 
Tactical Nuke. 

• Standard product includes full 
Pilots Manual written by a former 
Marine 'Strike-U' instructor and FA/ 1 8 
Hornet pilot. 

• New aircraft types and anti-aircraft units, including 
F- 1 4D Tomcat, B2 Spirit. Patriot, Hawk and various SA-2 variants. 

• Exclusive multimedia training classroom provides over 90 minutes of 
flight combat instruction. Includes 6 training missions in scenic Hawaii. 

• New networl< theatre set in Fallon, Nevada. i , 

• Tested by Combat Pilots. ^ | S) 

WINDOWS'95/NT4 a3Dfx^ GRAPHICS REQUIRE 3Dfx-BASED GRAPHICS ACCELERATOR. i u t i ft active 




empire 
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A league of their own 

EA Sporti will mark tTie start of the 
1998 US hasebail season by releasing 
Tfipl? Pby '99, with play that is fluid 



and speaacular ent)ugh to attract both 
newcomers and experiencEd hitters to 
climb on board lh& baseball 
ban^Jwagon. Tliere'll be statistics by the 
shedload; fully contfoHable motion 



captured players that rfive, slide, catch 
arid fiyen have their om pitching styles; 
uni^que stadium real ism; off-the-wall 
throVb'S and match highlights. Triple Play 
' '^9 will be released thii sprirjg. 




Taking the piste 




Gduraud shading Qver{oa4 m the forthcomiiig Srt^w Racen '9&. Ch^ck i 
out the "sheen" on thi*; racer's arse cheeks. Attpntion to detail, or what? 

Because The Forces Of Evil tell us so, snowboarding is a "cool" 

sport, You need only to look at snowboarders themselves for the ' 

proof - those blond-haired, shade-wearing pretty boys have ,^ 

seemingly taken over from Wolf out of G/ad/afors as every 

^gp., young man's role model. s 

» Ocean Software are keen to explort the inexplicable *] 

popularity of snowboarding - and, indeed, ! 

^ skiing - with the impending release of ' 
ri^HH; Snow Racers '98. 

8^^^' Though the game will feature all this year's real- « 
J^^Bi life board and ski ranges, the 13 huge slopes are 
P^^^Bk unflinchingly over-the-top. Near-vertical drops, 

^^Bpl.^. impossible leaps and 20 of the most i 

'^^^^^^ improbable stunts ever seen are just part of ^ 

the fun. The non-linear slopes also enable < 

you to go off-piste, and slide wherever you j 

:h damn weH please. Snow Racers '9S looks ; 

f^. set to be, as they say on the slopes, j 

^^i^^Ai -. "gnarly, dude". ^ . 



More Mote Racing 




French adventure-pioneers Delphtne are currently 
workinq on Mato Racer 2, the sequel to last year's 
fun-but-dumb dirt bike racer. 

Details are pretty scarce at the moment, but PC Zone can exclusively assume that 
thereMI be a few new hikes, a fair number of new tracks and maybe - just maybe 
- a few new surprises. Ttie shots we've seen reveal some quite imaginative design 
features, including variable weather conditions. Delphire are hoping to support 
the next generation of 3D spooge cards and have set a release date for the 
middle of the summer. 

For more details go to http://ourworld.compuserve.com/homepages/ 
ramal/dsi_uk.htm. Q 



Drowned God killed Kennedy 

The moon j endings were 
actual'ly filmfd iri M^il 
Armstrong's back garden. Hie 
Gulf War was orchcstratttf by 
Steven Spielberg upon the 
behest of Gcargc Bush. Mgrilyn 
Mon/oe was murdered by Kid 
Crrolc and his Coconuts... 
Popular conspiracy theories all 
of them, but smpi! potatoes m 
corriparSson with the epic 
paranoia at the heart of 
Oc-ean's Drowned God. 
According to this time and 
dimension-spanning adventure, ^11 of fiumin history is a he. The question ts: who orchestrated 
the lie. and why? And - guess what - it'll be your Job to find out. 

Designed by the author Harry Horse (whoever he ii. A Friend of Mickey Mouse, perhaps?), 
Dfowiied Gad wilt bt yiminy fur 'number one wilh a magic bullet' sometime real soon, 0 




Flanker i 

version two J>f^ 

P raving that Russian technology isn't just 

limited to erroneous space statior>s. Eagle Dynamics have 
airnounced the sequel to the highly popular 5u-27 Flanker. 
Scheduled for a November release^ 5u-27 Flanker v2.0w\\\ offer 
plenty of enhancements over the first game, most notably decent 
3D-accelerated graphics. It will also boast a hyper-accurate flight 
model (that responds to the effects of mid-flight damage), an 
'intelligent' campaign model and tlie use of actual Russian satellite 
imagery for ultra-realistic terrain data. The usual array of 
networking and Internet options will also be on offer, including 
what's described as a unique messaging system for pilot-to-pilot 
chatter. Let's just hope it's in English this time... Z 
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Full-on blaster 



Based a'Ound an engine that supports 
5Dfx, 32-bit colour and real-tirine 
ibadowing and tighiting, R^ven Of 



Dafiness rs ore of a new breed of 
games enabling tncredibly hfgh- 
resolution imacjes at incredibly fast 
frame rates, if you're looking for an old- 
fashbned, console-styte singJe-ptayer 



blaster, theni Chaotic claim yoj shojid 
look no further. TTie development team 
champion tbeir game's single-ptayer 
^lant loo: " R^ven focuses rnainfy on the 
single-player aspect of the action genre. 



with a more robust game design taSbred 
to meet single-play&r needs," 
Well, tfiat philosopfiy cenainly worked 
for LucasArts ' Mpteries Of The SiTfi (see 
review on page 72). 





The FILTH and the FURY! 

^ r 

DMA Design's Grand Theft Auto has been popular with gamers everywhere - and a 
cause ceiebre for self-appointed moral guardians to boot. Since the ganne was released 
last Christmas, an unstoppable flood of outraged letters, e-mails and abusive phone calls 
has been flooding Into the Dundee developers' office. In this special report , Charlie Brooker^ himself 
no stranger to protesting mail, picks out some of the jucier communications. 




^ •tr.--.. brimstone 

f I am appalled at the 
^ lack of res pea for 
hjman life shown in 
your new game Grsd 
Theft Auto [sic]. You 
people need some 
serouis (sic] help, t don't 
mean to be rude or 
anything of the sort, but 
the stuff that you have put 
in your game makes me 
sick. 

I don't care li you say it was out of humour or 
even if you are serious, you WANT to run people 
down In your cars??? That's STUPID I If you know 
anything about your bibJe or Chritianty [sic] then you 
know that the God wants us to respect ALL human 
life. You are totally messed up. Don't play with 
Issues like peoples' lives because you will BURN \H 
HELL That's all I have to say to you. 

Concerened with your beleifs [sit] 

CB sez: Would there be any point in mentioning 
that irs ONLY A GAME? Thought not Good jab 
abysmal spelilng and dumsy prase isn't a sin, 
though, eh? 



Join us... join us... 
I read with growing 
concern the details of our 
awareness contained in 
your recent product. It is 
obvious you take our Guru's 
name in vain. This is merely 
innocence. If you are 
prepared to open your souL 
you can experience the ocean 
of nectar that entwines the 
Krishna Consciousness. 
Purge yourselves. Follow the 
divine path. Recall the voidist 
items. Put your hard work to good use in aiding the 
transcendental movement of His Divine Grace AC 
Bhaktivedanta Swami Prabhupada. spiritual master 
of the International Society for Krishna 
Consciousness. Our Lord will aid you in your task. 

Gregory Peter Donald 
The fundamentalist Christians could learn 
something from this approach: disapproval, 
forgiveness and an outstretched hand - all in one 
handy and faultlessly polite package. I mean, ifs 
enough to make you think twice before running 'em 
over, isn't it? 





XXX sex horror 
shock 

This will be at least 
the third time I have 
mer^tioned the content 
of the material you 
people are producing at 
DMA Design. Previous 
trmes being the Lemmings 
game and after reading 
about work in progress on 
what turned out to be 
Grand Theft Auto, After the 
last time I said something. I thought you might have 
been more sensitive in what you write. 

This time I am referring to the references to 
genitals, and the briefings concerning self-abuse and 
the other numerous offensive words that are 
scattered throughout the game. I feel that this sort 
of game is not appropriate. Others may disagree. 

There have already been concerns about games 
used by children. Don't 
you think that this afso 
applies to you? Also, just 
because people use this 
language in real life does 
not make it compulsory here 
more careful. 

I hope you get the message of what 
I am trying to say and that I will not feel 
the need to comment on this again. I would 
like to ask you to keep what you produce at DMA 
free from mention of explicit illegal sexual practices 
as normal or acceptable even in jest, and from 
mention of other sexual practices if you can possibly 
manage it. 

If you understand the principle of what I am 
saying - which I hope you will - you will also 
exclude implied sexual innuendo in your work. I'm 
sure there are plenty of other ways that you could 
try to be funny. It however^ this sort of thing 
continues, I feel I will be required to make an official 
complaint to the government which I do not want 
to have to do. 

The government, eh? He is serious. Hands up 
everyone v\/ho thinks "G" also sounds a Uttfe 
obsessed and frustrated. Listen here: it's alright 
Gary, you can touch k if you like. We can teil you 
want to. It won't fall off or explode. . . and God won 't 
strike you down or put hairs on your palms. Promise, 
incidentally, what on earth upset you about 
Lemmings? The lashings of in-game hard-core 
pornographic sex? 




/^"^^J^rnj^ Och aye, dgrinq 

the war.„ 

>i / Read a bo ut yo u r 

' I banned computer 

I I also think that it 
I dese rves to be ba n ned . 
• ^^^3 V- / ^ sppr^ci^^e 'he jobs 
^^^A^t^"^^ I ^""'^^^ Dundee. 
: "^r^p^^ 3 senior citizen I 

^ ^ i haven't any interest in 

'^-^'^T. J CO m p ute r g a mes, b ut th at 
doesn't mean I don't 
approve of them. To replace the banned game, may 
I suggest a game called Got Any Gum Chum. This 
saying came out when I was a wee lassie during the 
war. People said that to American soldiers because 
they were always chewing 'chewie', as we called it 
The idea I have in mind is instead of dropping their 
chewie on the ground, which I think has become a 
dirty game, how about dropping it tn a bin? There 
is a chewie bin outside the City Chambers - very 
inconspicuous it is, too. 

How about adding Riay The Tunie by 
disposing of chewie the Cleanie Way. 
Please do think about this idea of 
mine. I won't say what my name is, 
but all the best in the future. 
Ada MacDougal, Dundee 
further proof that hopeless but 
endearing dottiness is a veritabfe 
art form among little old ladies. A 
game revolving around the orderly 
disposal of chewing gum by U5 
sen/icemen stationed in Dundee during the Second 
World War? Now there's an idea with 'legs'... Q 

Note 

Ail the ietlers printed here are lOD per cent genuine, although 
naFTwa have been changed to protect the individuals invol^ved. 
It's on\f right and proper. 
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More trouble on the roads 

A new CiUm^geddon clone horn 
Meg^ media is due out tlii-s summer. 
Outlaw R^cefs features a 16 iquare 



iiilometre world that's randorrly 
generated (lef>eriding on the player's 
harniitap. The environment will not 
only indurle beautiful scenic trads, 
but also busy inner-city streets, 



Multiple lanes [up to six) mean that 
you can throw six vicious-Sooking 
cars into tfie oncOTnif u tiaffif c.j 
once, so carnage shouldn't be hard 
to cqnne by. Traffic lights, police and 



innocent Sunday drivers should 
guarantee some gleefully hateful 
fun, and there's the facility to sling 
up to eight desibrriatdi players into 
an sr€oa at one time. 





r" 



Incorporating Pie News Monthly. 

Bill G9te$ has been hit in the face with a pie. In a scene reminiscent of 
Tiswas, the Microsoft magnate came Mnder attack from at least fm 
assailants wieldinq cream^fllled pastrv projectiles. The incident 
happened in Belgium as Gates was entering a qnvernment building, and 
appears to have been a ^larefulty planned ambush. The world's rkfvest man 
emerged fnom the custard offensive caked In cream t>LJt otherwise unharmed. 
One person was arrested, although the actual culprtt legqed it. k possible 
suspect is Belgian entertainer Noel Godtn, who has gained notoriety by 
tossing pies Into the faces of well-known celebrEties, the underlying mes^ge 
being that the pie could Just as easily be a gun. 

The pastry embarrassment came only days after Mcnsoft made some 
headway in resolving the so^alled 'browser wars'. Accused of monopolising 
the market ^ and facing a million dollars per day fine - they finally 
nelinquished and agreed to allow computer manufacturers that license 
Windows 95 to delete the offending Inter iKf Exptorer. However, in the waSte of 
the deal, no major manufacturers have actually taken up the option to ship 
their computers without Internet Explorer 4 pre-instahed. The issue Is also 
set to re-emerge when Windows 9G arrives, as the browser will be more 
tightly integrated into the new operating system. 

More censorship news arrives from FIddda, where two politicians htave 
drafted the Children's Protection from Violence Act. The act. co- sponsored 
by Florida State senator John Giant and State representative BarrY Silver, 
will attempt to regulate violent game content In public places such as 
arcades by fortiddirtg access to anyone aged under 16. It could also have 
repi^ussions for software retailers, who would face problems when 
displaying games such as Quak^ //or Csrmsqeddon. Violence is defined in ttie 
act as "the depiction or representatfon of death or severe injury, including 
but not limited! to: 1] Decapitation; 2) Dismen^erment: 3) Repeated instances 
of blaodshedding; or 4) Grotesqiie cruelty, in a way such that the depiction or 
representation shocks the conscience of the community and exceeds the 
boundaries of what should be tolerated in a civilised society". 

Which brings me neatly onto Hortal Kombat Having already spanned a 
dreadful animated series, a one-hit CD, a risible live event tour a lacklustre 
tcy line, a dour animated video and a brace of cheesy fHrns, the established 
mutjlatf^ 'em up Is set to be converted to the small screen in the form of a 
Eiue-action show. A Joint venture between Wamer Brothers Domestic 
Televisiofi and New Line Television, the series will follow the adventures of 
Mung iv9 and Hs compatriots as they protect the earth from other-woridy 
villains - by kicking them hard about the face and neck and slapping them 
upside the head. Scott Carlln of Warner Brothers ttabbled: "Beyond bein^ one 
of the most recognisable and engaging brands in entertainment. Mortal 
Komb3t h a dazzling visual spectacle ideally suited to stand out in the world 
of weekly tetevisionn" It debuts in the US in the autumn and will prot>ablr find 
Its way to these shores at a later date. 

In further games/mainstream entertainment crossover madness, 
Squaresoft have enlisted the help of a special effects studio to add some 
cinematic quality to their forthcoming RPG, Parage Eve. Sguare received 
outside help during the production of Finai Fantasy Vlf, but this is the first 
time they liave used a US film studio. Southerrt California's Santa Barbara 
Stuiistane best known for their computer graphics wori« in the film American 
W mmttf tn Faris, and assisted Square in a ccmplei 20-second scene 
involving lifelike animation of a mutating rat. The studio's visual effects co- 
ordinator, Diane Holland, bellowed: "This Is the start of a great relationship. 
This is one of the most satisfying projects we've ever done." Yeah. 

Tint Clin« producer of Interplay's surprisingly good RPG Fattout, has quit 
working on the sequel and left to pursue his own interests^ Amid rumours of 
hair-pulling, spitting and abusive gestures. Interplay are insisting the spirt 
was amicable and that no legal action will follow. 
Now read something else. 



Point is all that you can score 

SSI's new turn-based, squad-tevel 

WWII combat game Soldiers Of War is 
currently on Mindscape's schedule for an 
April release. From what we've seen so 
far, it looks a bit like X-COM meets 
Close Combat although it's unlikely to 
prove any serious competition to either 
of those titles. 

Fifteen scenarios in one campaign, 
including D-Day, the assault on Monte 
Cassino, plus various commando -style 
raids in other infamous locations, have 
been promised, and there'll also be a 
mission builder bundled with it should 
you feel the need to alter history 

completely. Each soidier will have up to 40 unique actions Cslit throat' has yet to be confirmed), 
utilising over 25Mh of animation to portray their movements. © 




Sofdiers Of Wsr 'kick in nuts', 'stick fingc^ , . 
and other such neat actions unlikely to be included. 



All for 
nothing 




In a bid to sHence the critics, Derek Smart has made the full version 
of his nine-years-in-the-making space epic Battlecrtiiser iOO0>lD available free 
on the Internet. In a lengthy message ''to fellow gamers'', he openly condemns 
publishers Take 2 for releasing an unfinished version of the game, as well as 

I — _ . . r members of the trade press who denounced 

• 1^ r at the time. 

With a new 2.0 version on the horizon, 
""^^^ ^, .rj " ^ Smart hopes that by freely distributing a 

y-i^w ' bug-fixed first version of Batti&cruiser, 
^' '^^^ gamers can decide for themselves whether 

J- 'it i&\, ^^^^ incarnation will be worth buying or 

. not. The full 50Mb download can be found 

,^1^11 jj via links from the fi^ft/<?cri//ser5t?00>lD 

tttf^^^^^^ ' - - -- L^^^^^x - - ^ j website at www.bc3000ad.com. Z 




What's going on as our final 

pages hit the printers? 
Microsoft have dropped Riot: 
Mobile Armouf because of a 
"difference of opinfon" 
between Monolith and 
themselves, which is strange 
considering how good the 
game is currently looking. 



Monolith are now 
looking for a new 
publisher for the game. 
They are also likely to 
change the name of 
DlreclEngine to avoid 
further conflict with big 
Bill Gates and co. 
Sensible Soccer 2000 is 
to be renamed Sensible 
Soccer World Cup 98 and will 
finally released in June. 

KKND2\s, in fact, to be 
published in the UK by 
In fog fames, and not E A as we 
said last Issue (Si^oot that 
News Edi:of - Big Ed). 

Larjds Of Lore ill - complete 
with a supposedly brilliant new 
3D engine - has been 



announced as an autumn 
release from Westwood 
Studios, although we'll believe 
that when we see it. 

MGM and EA have teamed 
up to publish Wsf Games, 
Return Fire 11, Tomorrow Never 
Dies and Rollerball (the latter 
based on the cult '70s film 
starring James Caan). 

Finally, as the hilarious 
cartoon show South Park 
sweeps America (and prepares 
to sweep Europe - watch out 
for Channel 4 screenings in 
May), news of a game seemed 
pretty much inevitable. 
Acclaim, it seems, is the 
company that has won the 
right to develop one. 0 
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^ Record-breaking ACCELERATION for 
Windows ® NT and WiwdowsCD 95 
Phenomenal 3D frame rates -supports 
20 billion operations/second 

»^ Engineered for Direct3D-the most 
widely-supported game API 

^ Provides seamless UPGRADEABtLiTV 

TO TV TUNER, VIDEO CAPTURE, AND DVD 

Bundled with 8 hot business and gaming 

SOFTWARE TITLES. INCLUDING 

iF'22"^^rTHE Realistic Simulation of the 
F-22 Raptor and Moto Racer 





1,^^ Get ready to think fast with the ultimate 2O, 3D, and 

""^^^H video accelerator. Diamond Muitimedia's amazing new 
k/flWjl 128-btt Viper® V330 leaves all those 64-bil cards and the 
^" ' other "so called'' 128-bit cards in the dust. The Viper, 
powered by NVIDlA's RiVA 128 chip, blazes througli the 
most complex 2D business graphics with its huge 1,6GB per second bandwidth 
and 4MB looMHz 5GRAM memory. And, with its explosive new 3D engine, 
it won't ever compromise screaming fast frame rates for phenomenal 
animation and visual quality. As a result, the Viper delivers stunning realism 
for your 3D business and entertainment applications. If our unofficial 
testers could talk, they'd tell you that no 
other accelerator brings together such an 
Impressive combination of 2D speed and 

3D graphics. Accelerate your world. 
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Actebis U.K. 

Phone 01793-890222 



CHS Electronics Pic. 

Phone 0181-490-9000 



Datrontech Pic. 

Phone 01256-360360 



Microtronka 

Phone 01189-633870 






Hot Shots proudly presents the first ever tn-qame 
shots of Carmageddon U: Carpacalypse Now, New 
cars, new courses, new graphics - new everything.. 
On top of that: new Blood 2 In-game visuals, plus 
an update on how Ultima: Ascension Is currently 
shaping up* (^^j 




Blimey - feast your eyes on these new 
Ultimo tX shots! Origin have been keeping 
quiet about this game for a few months, 
but are now prepared to show us how it's 
coming along. Gone Is the fixed perspective 
view (remember, this Is the late 19EH)s and 
nothing hut the very latest 3D engine i 
do...) and in comes a whole new system 
of exploration. 

Richard Garriot and his cohorts are 
currently pulling the new graphics code 
and level design together, sewing the whole 
thing up with a constantly evolving. Avatar- 
based storyline (a previously discussed 'party' 
system having now been dropped). Intelligent 
n on -player characters, a 'true' world physics 
model and a new magic system are all 
expected In what could turn out to be one 
of the best role- playing games of all time. 
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Carmageddon II: 

Carpocalypse Now (stainiess/sci) 
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Wheel Of Time (Legend Entertainment) 

Based on Robert Jordan's best-selling series of fantasy novels. Wheel Of Time 
is currently being designed at Legend Entertainment by Glen Dahlgren, author 
of the a ward- winning adventure game Death Gate. It's a first-person. 3D action/ 
strategy game with role-playing elements, and uses Epic's Unreal engine to 
bring Jordan's intense fantasy world to life. 

Wheel Of Time will feature 24-bit colour, MMX-enhanced. multiple dynamic 
(and coloured) light sourcingr complex geometry, smooth character animation 
including frame 'in-betweening' (Where the computer fitts the bits in between 
animation frames to make things smoother - Edh real moving^rotating brushes, 
seamless level transition, scripted scenes and much, much more. 

In order to make sure that what goes on the screen matches his vision of the 
world, Jordan himself will be reviewing the materials Legend create. Legend are 
looking for a release early in 1999. 




F-15 (Jane's/Electronic Arts) 

Jane's f-fS not only contains a "groundbreaking 
flight model" based on data from the IIS Air 
Force, but it's also going to look rather 
snazzy as well. F-I^s "breakthrough" 
graphics engine is said to deliver "lightning-fast 
performance on a broad range of PCs". Players 
are promised amazingly realistic visual effects 
including true dynamic lighting and shading, 
real shadowing, swarms of glowing 
tracer fire, dissipating 
smoke trails, translucent 
clouds, crisp night vision, 
meticulously detailed 
objects and geographically 
accurate terrain. Oh, and 
not to mention loads 
of lens flare {it's very 
fashionable these 
days, don't you know). 
Produced by Andy Holhs 
(f-t5 Strike Eagle series, 
AH-64D Longbowl, F-15 
is currently lined up for 
an April ship out. 
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Dark Vengeance (Reality Bytes/ 
GT Interactive) 

We've heard that US developer 
Reality Bytes^ action adventure 
game D^rk Vengeance has 
been picked up by GT 
Interactive for a release 
later this year. 

Your challenge, as one 
of five unique characters, 
is to free your world 
from the clasp of a 
magical eclipse, beat 
back an army of Dark 
EJf forces, and end the 
bloody carnage and 
destruction which plagues 
your homeland. Bringing 
together a third -person 
perspective and state-of-the-art 
indoor/outdoor 3D worlds. Dark Vengeance 
will feature 20 missions, over 40 weapons and spells, 
'in-engine cut-scenes', and over 40 enemies to slash to bits. 
Players wJJJ be able to participate in network games of up to 
32 players (cross platform - Mac and PC! - in deathmatches 
and collaborative quests), Shounds shmart- Hie! 




28 



IPHE GE April mSS 



THIS PAGE IS 



y 




©ESPITE HAVING AN 18 CERTIFICATE, DUKE NUKEM HAS EI^JOYED ITS 
coveted Top 10 position for many months now. However, competition 
could be on the horizon with the arrrival of a new title, Duke Caribbean 
- in at number 10 this month. It appears that after a few months' 
annihilation, Duke is ready for a little R&R. Cabana girls, a beach-side 
bar and Bermuda shorts are all he needs... That is, until the alien scum 
drop in for a little vacation of thetr own. So grab the sun block, because 'fun 
in the sun' just took on a whole new meaning I 

To take part in this month's Our Price Top 10 prize giveaway, just put pen to paper, 
answer the question below and send it in to: PC Zone. Our Price Competition (62), 
Dennis Publishing Ltd, 19 Bolsover St London W1P 7HJ. 

Our Price Question: 

WHICH FAMOUS ACTOR WAS KiUOWiU AS 'THE DUKE'T 



Welcome to PC Zon&s version of 
The Chart Show, sponsored by Our 
Price. Each month \V\i feature the 
titles we think will be ftying off the 
shelves in the coming weeks, and 
it will also play host to exclusive 
news and competitions. 



GRAND THEFT 
AUTO 

(BMG) 
£34.99 



Rules and restrictions: All entries must received by Friday 10 April 1^98. No correspondence will be entered into. 
Multiple entries wiN not be ^Lcepted. The Editor's decision is final and the wintiers will be notified by post. AEI other 
usual competition rules and restrictions apply. 
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CHAMPIONSHIP 
MANAGER 2 97/98 

(Eidos interactive) 
£79.99 




TOMB RAIDER li 

(Eidos interactive) 
£29.33 



DEPTHS OF D001VT 

(One Stop} 



DUKE NUKEM 

(Bdos interactive) 
£9.99 




DISCLAIMER' The Top 10 printed h correct at the tirre ot going to press but positions, titles and prices may vary throughflut the month. 



QUAKE U 

(Aaivfsion) 
£29.99 



0 



FIFA 98: RTWC 

(EA Sports) f-r , ^- . 

£29.99 



WORMS 2 

(MkmProse) 
£29.99 



BLADE RUNNER 

(Virgin Interaaive) 
£34.99 



DUKE CARIBBEAN 

(GT interactive) 
£16.99 
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Visit tiie new Outwars website to download a FREE trial version at 

www.microsoft.com/uk/gameszone/ 




OUTLUHIRS 



SWARMS OF EXOSKELETAL ALIENS ARE RIPPING 
\ MERCILESS PATH OF ANNIHILATION THROUGH 
THE GALAXY. 

iom outposts have fallen - your dropzone just 
became ttie front line. Strap a Jet Pack onto your 
battle armour and select a lethal array of weaponry - 
^ou and your squad are all that stand between 
Earth and the hordes of savage alien Insects. 

Dive into the action. 




Complete your mission. 




Do battle In vast 
3D worlds 

Use your Jet Pack 
or Glider to fight the 
aMen Invaders 

Advanced Alien AI 
means finding a 
winning strategy is 
vital to the war 



Choose from a huge 
arsenal of weapons 
including flame 
throwers and heat 
seeking swarm missiles 

Up to S players over 
LAN or on the Internet 
GdmlngZone 



ivaMab^e from^ Byte^ Comet, DIjtons, Electro nios Boutique, Game, HMVJohn Lewis Partnership, PC World, Soft wave 
Varehouset Staples, Tempo, Toys R Us, Virgin and other leading retailers 

ihsje do yoLj want \u go Today? antf Mierosofl are registered trademarks of Microsoft Corpciration in tt^e US and/or oTlner countries 
Outwars (£>1998 Siogletrac- Studio, a GT Intergcrtive Company. AU Rights Reserved. Outwar, Singletree, and the Singletree loga ene 
rademaTha of SIngletrac; Studio, a GT Interactive Company. 



Microsott 

where do you want to go today? 
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...Braben 



Charlie Brooker has long 
considered himself a member 
of the Elite. We think of him 
more as a Virus, Which is 
probably why we asked him to 
_ interview David Braben. 

N THE GOOD OLD DAYS, WHEN A 
^^^J computer game could be 

^^^^^^^K knocked together in 3 Surbitan bedsit 
^^^^^^ and consumers drooled at the prospect 
of a whopping 32K (that's /O RAM 
upgrade, the most successful titles became synonymous 
with their authors. We knew who'd written what. We 
knew their names. There was Sandy White* author of 30 
AntAttQCk\ there was Matthew Smith with JetSef WlUy[ 
Steve Crow with Starqunkt; Jon Ritman with Weorf Over 
Wee/5; who couid forget the leering village-butcher face 
of portly Kevin Toms, erstwhile king of Football Manager? 

And then there was David Bfaben and Ian Bell, the Elite 
boys. In fts day, Efite was a bona fide jaw-dropper: a smooth^ 
engrossing polygonal 3D space ad^'enture ganne which at a 
stroke fulfilled the Blake's 7 fantasies of every lank-haired 
13-year-old boy in the land, Following their initial burst of 
success, Braben and Bell parted company, with Bell getting 
into trance, body painting and martial arts, and Braben into 
heavy all-night coding sessions. The latest fruit of his labour 
is V2G0O, a sequel to his popular 16- bit title Virus. PC Zone 
caught up with Braben via the wonderful World Wide Web, 
and tossed him a few questions regarding Elite, Virus, the 
first Encounters 6tbBC\?. and the fundamental nature of the 
universe itself,.. 

PC Zone: So, V2000 is a sequel to Virus. Could you explain 
a little about the original game for those readers who may 
never have seen it? 

David Braben: Virus started life as a game called Lander, 
which was given away with the Archimedes. I was given a 
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The seminal f//te (above) 
was considered state of 
the art by gamers when it 
first emerged way back in 
the 80s, when the home 
computer was very much 
in its infancy. 

o 



prototype machine and three months to 
come up with something to show it off 
with. In comparison with what I'd been 
used to, this was like being given an 
F-15 to go shopping with when I was 
used to a bike with a squeaky wheel. 

For someone who actually thinks 
programming is fun - maybe I don't 
get out enough - this was an 
excellent opportunity. In Lander, you 
controlled a hovering thing shaped 
a bit like a block of cheese, flying 
over a solid 3D patchwork C|uilt 
It was possibly the first filled 3D 
game, so it was quite advanced 
for its time. This was very 
quickly followed up by Zarch. 
which used the 3D guilt from 
Lander but was a full game, 
with bad guys, levels and 
everything, and was the first 
game for the Archimedes. 
The idea was filled out, and 
Virus was released for the Amiga, Atari ST 
and PC, Later - incredibly - a guy called Steve Dunn ported 
it to the Spectrum. 

PCZ: What was the aim of tbe game? 

DB: Well, the player had to prevent aliens in various weird and 
wonderful craft from spreading a virus over this patchwork 
quilL That was it really But I think what attracted people to 
it was the feel of the craft. It was quite graceful, but very 
hard to learn initially. People were divided into two distinct 
camps ' those who loved it and those who hated it 
Nevertheless it did welt and won many awards, including 
IG-bit Game of the Year 1938. 

PCZ: What are the major differences between this tatest 
incarnation and the fondly remembered original? 
DB: All that's really carried over is the general concept and 
the feel of the craft, Obviously the graphics are very different 
but the main difference is in the depth of the gameplay. In 
V2000, all the bad guys are creatures, ranging from little ants 
to giant pterodactyl-like dragon things, but the player also 
has people to protect These people will help the player in 
return for being rescued, which adds to the gameplay hugefy 
But the monsters also want the people. 

The ievels aren't laid out in the conventional manner, 
they're linked together by all sorts of hidden bits, and in many 
levels the player cannot complete it without some toy or other 
that they have earned elsewhere. 
PCZ: YouVe renowned for your devotion to sjmulating 
real-world physics- Are we going to see much of this kind 
of caper in V2000? 

DB: Yes, I suppose you can go over the top with this sort of 
stuff - I think perhaps I did with Frontier The thing with 
Frontier is that it had many elements of a simulation. It was 
important to me to get across the sheer size of the galaxy and 
of each stellar system, but this caused a lot of problems for 
the flight mechanisms. Nevertheless, 1 think real- world physics 
has its place; I think there is little justification for rubbish 
collision detection, or things falling at a constant speed rather 
than according to gravity A few physics bfts have been 
sneaked into V2Q0O which I think add to the way the game 
ptays. The creatures are all animated on-the-fly, so they can 
climb over obstacles, get blown up by explosion blasts and 
react to the player. It also means there s none of the 
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restrictions where creatures only walk convincirgly on fiat 
areas of landscape, as in Turok. 

PCZ; Any plans for a further ei^try mto the £/;te canon? 
DB: I would love to, but it will be a long way off. There are 
many things still left to do in ttie f/ife genre that I would love 
to do in the future, and I think it could be a great game. 
PCZ: What about Elite co-author Ian EeEl? Any plans to 
work with him sgairt? 

DB; No. After f//Ye he got interested in other things, such as 
martial arts and getting a life! That's mostly why I ended up 
doing Frontier or\ my own. As far as I know he still programs 
occasionally but has done nothing commercially since fi/fe. 
PCZ: tf for some ^arty reason you had to write a porno 
version of Efits, what sort of ships would you desigrt far it? 
DB: Eh? There would be better ways of doing a porno game. 
PCZ: first EncQunters came in for quite a hit of flak. Did 
you feel the criticism was fair, or overly harsh? What 
couid have been done, either by yourself or the company 
fnvolved, to prevent such a situation arising? 
DB: What happened with First Encour^ters was a real shame. I 
think the game itself had tons of really nice things in it, but 
shouldn't have been released as it was. Sadly there's still a 
lawsuit going on^ so I can't talk about it yet. 

Generally though, with games development, the time 
between beta testing and release is sometimes a fraught one. 

Some publishers - perhaps only 
a few - have too much 
of an eye on their 
commitments to 
distributors, time 
booked at 
duplicators, 
advertising in 
the press and 
so on, and 
therefore put 





PCZ: Have you read A Brief History Of Time, and did you 
understand it all? 

DB: I found it a bit heavy going, but it seemed to make sense. 
PCZ: So, is the universe ever going to implode upon itseif? 
DB; Doesn't look like it, but it depends on certain obscure 
values. There's enough doubt to allow scientists to go on 
arguing about it - and, as Douglas Adams would have it, 
appearing on chat shows - for many years yet! 
PCZ: Are there any final points you'd like to raise? 
□B: Loads, but I'll make do with one subject. Over the last few 
years there's been a bit of an 'arms race' with machine specs, 
largely triggered by the advent of hardware render cards, and I 



¥2000 Villi sport suitably 
lush visuahr although 
David's keen to point 
out that it will run on 
|a modest Pentium. 

o 



In V2000 there's none of the restrictions 
where creatures only walk convincingly on flat 
areas of landscape, as in Turok. " David eraben 



huge pressure on 
developers. In theory, 
deciding when to publish is 
a joint decision, but in practice 
it's largely up to the publisher. I've heard of occasions when 
developers have withheld manuals or even left in banner 
screens or easy-to=remove messages to prevent release until 
a game is ready. 

PCZ: You have a keen interest in astronomy. Tel! us one 
incredible fact about the universe. 
DB: There's detail out there at every scale we have looked at 
so far. Regardless of how far you 'zoonn out', at no point does 
It become grey and uniform. From star clusters, to galaxies, to 
clusters of galaxies... Well / think it's pretty incredible. 



think gameplay is getting forgotten. 
There's not really much excuse for 
hardware-only games, I think it's fine to get 
better visuals if you have a hardware card, 
but there's little reason - except perhaps 
laziness - to not support software rendering on 
the PC. It's keeping the PC games business in 
the minority compared to, say, the PlayStation, 
as the cost of staying current is huge. How many 
people bought a spangly new Pi 33 a year ago, only 
to view it as an ancient, wheezy old beast now? No 
other piece of domestic kit costing £1000 or more devalues 
so quickly. That's why V2000W\\\ support older machines 
without 3D accelerator cards. O 





Real-world physics 
feature heavily in 
every David Brafben 
game, and V2000 will be 
no exception. Although^ 
as always, the emphasis 
wiU be on gameplay. 
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it's the ONLY Thinal 



Break the speed limit! We dare you! With hs three processors running in parallel, 3D Blaster " Voodoo^ delivers an 
awesome fill rate whrch leaves others standing. For performance, rmage quality and 3D gameplay, it's the fastest card 
on the planet. And if one Voodoo^ isn't enough, you can install two and double your performance! ZD Blaster Voodoo^ 
is the only 3P games accelerator hot enough to carry the official SDtx" Interactive Voodoo^ name. 



Get 



"It's during gamepfay 
that the massive 
power of the 3D 
Blaster Voodoo2 
reaiiy shows. This is 
definiteiy the 
smoothest Quake card 
PC Review has 
seen,'"- FC Review 



in the fast lane at your nearest retailer or call 01245 265265 
for details of our exciting games bundle. Now. 



Features and specUicatians 

• up to 12 MB of ultra fast memory for maximum performance 

• Delivers 180,000,000 t ex els per second 

• Up to three times the rendering rate of original 3Dfx^ VoodciO Graphics 

• Be*1 accelerated games support in the industry 



The Hottest Upgrades For the Coolest PC 

CRUA-TIVH" 




WWW. SOU NDBLASTER.COM 



■Cajivnght I^ISa LlrpaliMt TuiilinDlagy Ltd. 3U ElljJiiLar la u Sradtmurk und nlm CriiLiLivu luuQ is a r B-y|isterSd tradoniark of CrcalivC TcthitDltmv IJtl T^IC^Dk InlfiracliVD iD^Ci and VoDdOQ GiilptliCS arfl- [radeniarks til SQfa hi[BFaclHJfl. Inc. All Dther briiiiU riij-nus; und 
prciflin;:! n^niRft ars Trsd^marlts nr re-giHtfliRri SrnriflmHrks ftf thflir rflspflrTivH hnldera. All spaciFiGaliDim arfl s-ubjAnT tn rhariflB wilhdiit prinr nntirp. AcEuaH ijrnd(ints may differ sJjgJiHtv Frnm Ttinse picUirEd. 
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3D Bl&^ter Voodoo^ 



CALL OUR PRE-SALES HOTLtNE 01245 205265 



S MEVER- 
9ndmg search for the 
perfect role- playing game 
takes htm to Gremlitij who 
are expecting their 
forthcoming tttie to challenge 
Origin's position as leaders In the ftetd. 




RPG 



(working title) 



THERE ARE TWO KINDS OF RPG: COMMON 
or garden top-down isometrk affairs, 
and the more ambitious first- person variety. 
Incredible as it may seem, one company stands 
head and shoulders above all others when it 
comes to both types. I am of course referring to 
Origin^ the undisputed champions of the role- 
playing universe. Ultima Und&rworid is stilt the 
definitive first-person role-playing adventure, 
despite recent competition from Ldnds Of Lore 2; 
Ultima Vl W/and VUl ail set a benchmark for 
the top-down genre that man^ have tried to 
emulate, but without success. 

Gremlin intend to change a M this with the 
release later this year of RPG (working title), 
a top-down role-playing game which they hope 
will take on the combined might of Uitima IK 
and Diablo 2, both of which are scheduled for 
release towards the end of the year. 

Of course, all publishers will claim their new 
titles are set to be better than everything that 
came before them, but Gremlin have very good 
reason to be confident about this one. Their 
secret weapon comes in the shape of Paul 
Green, designer and producer of the cnminally 
underrated RGalms Of The flaunting. ROTH'S 
hallmarks are beautiful level design, engrossing 
and addictive gameplay, and a deeply 
atmospheric game environment. PC Zone was 
given a private showing of RPG, and we can say 
with some confidence that PauKs latest project 
is shaping up to be even better than his last. 
The major thing that sets it apart from previous 
RPGs is the fuHy rotational 3D game engine, 
which is extremely quick and can handle large 
amounts of detail and characters on-screen. This 
not onJy allows for a complex game world, but 
also sets the scene for a comprehensive rogues' 
gallery of characters and potentially massive 
battles. Think along the lines of a more densely 
populated Syndicate Wars, with wizards, magic 
and monsters, and you're on the right track. 

So it looks good, but what are the designers 
doing to ensure RPG will batter the opposition 
come the autumn? Paul is quick to 
state his case. "Well, in terms of 
gameplay, people can expect a > ^ - 
sort of hybrid that takes the best ( ^ v \ 
elements of both Ultima Vtl and 
Diablo and drops the player into a 4 
totally immersive environment. ' J 
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We want the game world of 
RPG to be massive, with loads 
of villages and towns to 

explore and lots of different . % 

'intelligent' characters to ^ ' ^ 

interact with. We - . 

want people to 

completely lose ^ j|, 
themselves in this -j* 
game, and make it so A* v ' 
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good they won't ever want to leave." r #J 





Developer: Gremlm Interactive 
Publisher: Gremlin InleracSive 
Release date: October 
Website: www gfemlin.covuk 



waicn OUT, Lora aritisn, mere s a 
new kid on the block and he wants 
a big piece of the acbon. O 



Although they are pretfy empty at the 
moment. Gremlin have assiired u£ that 
the huge levels will be packed with 
'Intelligent' NPC$ and useable items. 
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light wtfrcjiif and prac&duTal texturing adds to the overall effect. 



THERE PRE OTHER GORL BR5ED 
GRME5 TO PLRY THIS YERR 



FOR THIS ONE YOU RRE GOING 
TD NEED R STRONGER DEFENCE 



A Sci-fi action feast set across 48 
Blockbuster levels of interplanetary 
armageddon. Strategic game play 
unfolds in a volatile 3-D universe of 
exploitation and alien culture. 

www.tBke2europe.com 



The eagerly awaited new game from Edward Kilham, 
the Co-Designer of X-Wmg^and Tie-FighteK'' 




TAKLl _ 

€) 1998 Ripcord Gbitwb. All rights resarwd. PuWiBhad by Taka 2 tnteracttve Sottware Europe. Hogarth House. 29-31 Sheet Street WindGor. Berkshira SL4 1BY United Kingdo 





eveloper Gremlin Interactive 
ublisher Gfemlirt Interactive 
etease date: May 
febsite: www.gremlin.co.uk 
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Upgrade 

your PC to 3D 

for only £ 4§* ( 



TTTrrrTTTi Experience the outer limits of 3D gaming Luith 
J|k\ the neuj Matrox m3D upgrade for games. - 

lilQWOH I Matrox m3D delivers over 3D frames per second 
of non-stop, arcade-action game play. Its extensive set of 
3D special effects offers breathtaking, realistic graphics 
for a more immersive gaming experience. You1l be able to 
play Tomb Raider Hexen II, UJipeout iXLi Terracide, 
other hot 3D game titles at resolutions up to ID^M x 76B for 
superior image guslity, 

UUhat's more. Matrox m3D comes Ultimate Race™, MOK: 
Mission Laguna Beach^"^, and over 20 game demos. For only 
£ 49 , Matrox rn3D is the most cost-effective, full featured 3D 
upgrade for your PC. Visit our UUeb site for more information! 



Bundled 3D games included: 
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/£ 49" 




.jr. ; 




Matrox m3D 



K Ideal upgrade for PI 33 (or higher] PCI and RGP systemEi 
ujith campatidle PCI slots 

► LUorks ULiith all 5 MB (or more) PCI graphics cards, 
and Matrox Mystique", Mystique 250 Miilennium 
and Mniennium tl graphics boards 

► PoLuerVR PCX2 30 controller mlth M MB of 
SQRRM memory 

^ 3U features include perspective correct texture 
mapping, bifinear filtering, MiP mapping, fogging, 
alpha {^lending, and transparency 



01793 44 12 12 http://www.matrox.coni/m9a 



lUlatKiM (UK) Ltd. 6 Cherrv Orcliard West, Kembrev Patk, Swindon. England SN2 6UP Tel. : 01793 44 Tl 44 Fax: 01703 44 11 99 ' RtJcoiiiiaifjiiLJEfJ sstail pnca. Soiiw rteaiors m\y seli For Iwhs 



Encounter 





WAP THE MONKEY FOR A 

(pooclir reckons e 
Brook'. , and what you've 
gat here is a polygonal 
Scooby Dqq. And that's 
okay by him. 



SCOOBY DOa. NOW THERE WAS A SHOW. 
Essentially an animated forerunner of The 
X-Fite^, but with more believable storylines, 
every facet of Scooby Doo is indelibly stamped 
on the minds of an entire generation. Hardly 
surprising, really with each and every episode 
being identical to the previous one. Every week, 
Scooby and Shaggy would somehow become 
separated from the main group. Every week, 
Thelma would lose her glasses, Daphne would 
get kidnapped, and Freddie would do absolutely 
nothing of interest whatsoever. And every 
week, the villain would turn out to be old Mr 
Saunders from the local garage... 

Why all this sudden nostalgia? Well Mystery 
Club: Gruesome Csstle, from Aussie game 
developers Gee Whizz (previously responsible 
for Flight Of The Amazon Queen], bears a 
striking resemblance to the legendary Doo, 
right down to the 'Mystery Machine' -type 
vehicle in which its lead characters drive 
around. The biggest difference is the 
appearance of a babblmg monkey in place of 
a slow-witted hound, but aside from that the 
similarities are undeniable. 

All of which might mark the game down as a 
bit of a yawner, were it not for the fact that it 
looks like it could be fantastic. The developers' 
stated aim is to blend the 3D exploration of 
Mario 64 with the adventuring fun of Zelda. 
And if the standard of the early code we've 
seen is anything to go by, they could be on to 
something - big-time. Think Little Big Adventure 
as produced by Hanna-Barbera and you've got a 
reliable handle on what we're looking at here. 

The appealing cartoon characters tn these 
screenshots may look like sprites, but in fact 
they're all constructed from polygons, and 
kitted out in detailed attire to spare their 
blushes. As you can see, it all looks the part 
with some pleasantly spooky/charming 
locations, reasonable animation and multiple 
camera angles all working together to create 
an enjoyable 'toonish' playing experience- 

tt's early days yet. but assuming Gee 
Whiz can iron out the minor bugs 
and provide some engrossing 
puzzles into the bargain, ..^KH^H^ 
Mystery Club could be a J^HO^^W 
great big walloping hit. ^^^B m W 

Incredibly, the title hasn't yet ^^H" 
been signed to a publisher, W^W 
although that situation is 
almost certain to change by 
the time you read this. And 
who knows, once signed, maybe 
they'll phone around and try to 
secure a certain cartoon licence? W> 




Eeeh, poncy lighting effects and everything, 
Don't ^t many of them to the dozen. 




Part of the action takes place in 
some of the more squalid 
sections of London's South Bank 




That Mystety Club line-up in full. 
Note the cunning monkey /dog swap 
diversionary tactic. But we're not 
fooled - it's bloody Scooby Poo. 



Explore dark and scary locations until your head faiis off. 





Developer: Gee Whtz 
Publisher: TBC 
Release date: TBC 

We bsi t e: w w w. g ee w h i z.co m .a u 




IHIS IS 2144, IHIS IS DOMINION STORM OVER GIH 3... THE RACE RIOT HAS REGOH. 

WITH 30 FRAMES A SECOHD IN ALL 4 RESOLUTIONS, DOMINION IS 'REAL TIME' FOR ULTRA QUICK PLAY. REHER GRAPHICS, 
SMARTER Al, FASTER SPEED, EASIER INTERFACE.. THE ULTIMATE CHALLENGE. EUERHHIHG ELSE IN THE CATEGORY HAS DEEM 
TOTALLY ANNIHILATED. 





With ritual substance abuse a 
central part of his life these 
days, Richie Shoemaker tries 
out some of the spice 
melange to see if it'll make 
his red eyes blue. 

©ACK IN APRIL 1993, TWO THINGS 
happened that were to irreversfbly alter 
the face of computer gaming fore^^er. 
Both events were understated affairs that 
barely registered as farts at the time, but 
four years down the line each has mushroomed into a 
gigantic gaming air biscuit. Often imitated [especially of 
late], neither has actually been bettered. 

But hey, instead of me gushing on about the mag which 
you are reading, let us concentrate instead on the 
phenomenon that was [and still is) Dun^2, essentially the 
first decent reai-time strategy game and one of the first 
games to be reviewed by PC Zone. Dune2v<ia^ an 
evolutionary leap onto dry land for a genre characterised by 
tiexes and halitosis. Gone were the reinforcements that 
arrived in turn 13, and instead players had to create their 
own kick-ass units by collecting resources, building bases 
and defending them from relentless attack. It was Sim City 
with tanks; Utopia m real-time; a strategy/action game^ no 
less. And it was fantastic. 

Wavy liftes (don't do it) 

The first game was based on the film of 
the book and was an interesting mix 
of adventure and strategy that, 
somewhat ambitiously perhaps, 
almost managed to capture the 
pseudo-religious ambience of 
the movie. Althougti it was 
well received, the characters 
[as En the film) all sported 
hairstyles remintscent of the Bay 
City Rollers. French developers 
Cryo were responsible. Rather 
than go one better by upping 




(Left) You ju$t can't keep a good worm down. In fact, 
moving your units over the open spke fields couldr like 
rain, bring them up to the surface. And they have an 
insatiable appetite for metat and human flesh, which is 
why... (Above) You have to build your base on solid 
rocky grounds 

o 



the adventure eJement, new boys West wood changed things 
somewhat. The rest is legend. But enough of the history 
iesson. We don't want to get too misty-eyed just to build up 
the fact that Dune20QO is a remake of a four-year-otd game^ 
Or do we? Lewis Peterson, the game's producer, maintains 
that their make-over is still something to shout about 

"Dune 2000 is an RTS, much iike the RTSs v^u know and 
love, like CftC However, it's set in the Dune universe, an 
exotfc setting full of political intrigue and danger It was a 
classic game that we wanted to give devoted fans a chance 
to revisit, and give a new generation of gamers the 
opportunity to expenence for the first time. The engine in 
Dune 200Q is new. It has been developed to support various 
new features that were rot found in the original, It will 
contain all of the simplicity and excitement that made the 
original, CftC and RedAiertfuri to play," 

Something borrowed... 

What wEH be apparent only to people who battled through 
Dune 2 are the changes made to the controi system. For any 
gamer worth their salt it will be nothing neWj ported as it is 
from RedAhrt, but compared to the fiddly oJd Dune2 
interface it should be a massive improvement Players will be 
able to group units so that,_at the press of a key, hordes of 
infantry and tanks can trundle over the sand to crush the 
enemy base. Anyone with even a vague memory of Dune 2 
will remember how frustrating it was to manually select and 
direct your attack unit by unit, resulting in weak and unco- 
ordinated attacks. 
Those who already own a copy of both Dane 3 and Red 

Aiert may weil ask just how different 
Dune 2000 will be from the classic 
they l(now and love so well. 
However, the fact that Westwood 
are updating ali the old maps is 
perhaps testament to their long- 
standing playabilit/. 
"There will be nine missions for each 
of the three sides, making 
27 missions in total/' says 
Lewis. "Each mission from 
the original game has 
been redesigned to take 
advantage of the new 
technology and interface used in 
Dune 2000. This should provide ^ 
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Without Dune 2 there might not have been 
Command & Conquer. And if it wasn't for 
C&C, where would we be? Still dragging 
our hairy knucktes over the ground, most 
likely; still shifting small inantmate sprites 



round chicken wire maps. And where would 
us jaded computer hacks be without that 
irreplaceable phrase of reviewers, 'the C&C 
clone'? Well it wasn't like that all the tim^ 
you know. 





^ fans of the original witli a new experience^ even if they 
pJayecf througli every mission in Dune 2 Our designers are 
now fintshing off the process of creating alternate missions 
for ?ach side to add replay value." 

The redesign has also prompted a ntw set of cut-scenes - 
those old ones would never do. ''Yes, each House will also 
have its own set of specially shot video sequences," Lewis 
explains, "On top of that we have brought in different actors 
to play the parts of the mentats {advisors} for each sldi, as 
well as the Emperor, Bene Geserit truthsayer and a few 
others. We have also gone in and redone the artwork for 
each of the sides. This way, players can distinguish and 
really get a feel for the Houses they have chosen/' 

Something new 

It's the multi-player element that Dune 2 fans have been 
crying out for ever since Commaf)d R Conquer was released. 
Before starting a campaign, I myself have often wondered 
which of the three Houses would be the best in an out and 
out fist fjght, and soon we'll alt be able to find out. Lewjs 
has always made it ciear that the emphasis will remain on 
the diversity of the infantry units. They won't be just cannon 
fodder, instead they'll be harder to hit and able to dash up 
mountain sides via predefined routes. The idea fs to keep 
multHpiayer Dane a very different experience from Command 
a Conquer. It seems that West wood can't stress enough how 
fresh the ideas behind Dune 2 still are: "Wfth updated 
graphics, sound, special effects and mulli-player capability, 
we expect Dune 20Q0 wW stand on fts own. Mew and old 
players alike will get another chance to conquer the desert 
planet Arrakfs," 0 




With all the latest technological developments in flesh- 
searing weapon design, you can't get away from the 
fact that every buiJding needs a firm foundatlan. 




The most important buildings will have to go through a 
few upgrades before you can churn out the top kick-ass 
ynits. The technology centre is no exception. 



"WUjc^ ti^Hjcjo. tHllrc^ ^ja- ija- MU€LfL 



When it comes to the machines with which you can wage war. Dune 2 really had some 
great ones, all of which make a welcome reappearance in '98. Expect some cool 
explosions and smoke effects to go wHh the death and destruction. 
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TIllKl Lightly armed and 
coated wtth tin foil this 
souped-up Sinclair C5 is the 
perfect scout tor f mdrng 
pockets of enemy forces and 
locating spice fields ripe for harvest, 



\ Equipped with two 
cannonSi fouf wheels and a 
double-thick layer of tin foiL 
The Quad is the perfect 
support vehide for 
beleaguered infantry. 

PSVASTATIMt The 

biggest, baddest tank in 
the game ~ e^cdusive to the 
Harkonnens^ and with dual' 
fifing plasma cannons and 
plush leather interior, 

DEVIATOfI Thts Ordos 
rocket launcher fires nerve 
gas that temporarily alters 
L the allegiance of all who 

breathe it in - a bit like the 
■■Krntng after a fierce curry. 




CAfntVALL The unarmed, 
Caryall is most useful for 
transporting harvesters to 
distant spice fields, so 
speeding up spice production. 
Perfect for those bng-haul trips to Tesco's. 






\ The spice 
hoover is the resource 
gatherer and is central to 
success. It's slow, but if you 
hope to build up a decent 
army you need a coupte on the ga 



IVKV The MCV (mobile 
construction vehicle} is 
basically a bag of cement, a 
crane and two fat construrtion 
workers all rolled into one, and 
enables you to start work on a second base. 





t With the 
thin atmosphere of Duner 
Ornts are the only viable 
means of air attack. They're 
flimsy, but they pack a mean 
pundr against lightly armoured units. 
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"XHere are 5 5 Br\ 

give eacH arid ev^ 
orxe of tHem a 



rigHt good 
seeirig to!^' 

55 of the foulest species await you in Deathtrap Dungeon. 
Assume the role of Red Lotus or Chaindog then wade through 
gore in 20 enormous levels, overcome fiendish traps and 
avoid the bloody-death that lurks around every turn. 
You don/t go empty handed; 33 weapons, spells 
and charms are there to find and use, you're 
going to need them all to get out alive! 

I suppose we better not mention the T-Rex,„ w 
Multiplayer blood-fest included (PC Version^ 



SPECIAL LIMITED EDITION AVAIUBLE AT LAUNCH! (PC Version) 



www. pi dos i ntpr f) cti xo m 



"it's way up there with the best" 
''a challenge beyond Tomb Raider 2" 



p E AJHJ^R jQUP 

* l)ungtonr 




ASyLuM 



IDO 



1998 Eidos Intergqtive Limited. Deathtrap Dungaon^'^ is a registered IradeJ 





Gralier Interactive are about 
to jump on to the space 
shoot 'em up bandwagon. 
Chris Anderson casts an eye 
over it and looks for stuff to 
get excited about. 

©HE LIST OF SPACE COMBAT SIMS 
available \% almost endless - f//te, Wmq 
Commander / to V, Privateer 1 and 2, X- 
]A/ing. f-War... - vet GroUer believe they 
have something new to offer the genre- Ever 
sceptical about such outrageous claims, we nonetheless 
invited them into our luxurious offices (Yeah^ right - 
Ed) to demo some early code. At first glance it looked 
just like every other space shoot 'em up we've ever 
seen. It has space ships. They fly in space. They shoot 
each other. Up, And so it seemed that yet another hour 
of presentation tedium was on the cards. 

Thankfully, however, as we delved further into the game, 
we discovered a wprJd of political intrigue; a 
world of alliances broken as easily as they are 
forged: a world in which the future of 
mankind depends on your abilities to 
er, keep the peace. 

What? 

Strange though it may 
sound, your initial objective 
in Xefjocmcy is to ensure 
that the four great powers in 
the game universe don't smash each 
other to a bloody pulp in their attempts to 
gain control of mining colonies in the solar system 
Earth, Mars, A/lercury and Venus are the main protagonists 
throughout the proceedings. You play the part of a A^ji 
WingToucher {yes, we know It sounds a bit camp, but 
they've still got time to change it - eh, Grolief?). 
WingTouchers are apparently elite members of the UPN 
peace-keeping force, and as such they are tasked with 
policing the area of conflict. 

Your nnissions will depend on what's happening in the 
game universe at the time. For example, if Mars attacks 






The graphical effects, and in particular the explosions, 
are all very pretty. 
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Venus without 
provocation, you will 
be called upon to bring 
the blighters to 
justice. However, if 
Earth and Mercury 
decide to have a 
difference of opinion at 
the same time, you will 
then have to determine 
which planet you should 
defend, based on how 
much damage each of the 
protagonists is iikely to cause. 
The logic behind this is that you can't respond to every 
request for help, and since the general idea is to keep a 
balance of power between the warring factions, you will 
have to be clever when deciding whose hide you want to 
save. But fear not, the burden of decision will be shared 
with your commanding officers and the ambassadors of the 
planetary powers^ so should you select the wrong mission 
you'll at least have someone else to point the finger at if 
everything goes peaf-shaped. Fail too many missions, 
however, and the balance of power could shift to one or 
other of the factions, resulting in (shock horror) an aH-out 
Solar War. The general upshot of this type of open-ended 
gameplay is that no two missions will ever be the same - 
which we know to be a very good thing. Provided the 
missions aren't incredibly boring, of course. Which brings 
us neatly to First Impressions Corner, ■ 

Game on 

We were lucky enough to have a bash at some early 
preview code of XenocrQcy, and we're happy to report that 
it does in fact took to be an enjoyable blast- fest of 
reasonable proportions. The visuals are suitably yummy, and 
the now almost obligatory 3D acceleration support is 
present and correct, giving way to shiny coloured lights 
bouncing off highly detailed polygon ships, gorgeous 
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C^C-s^tyle ground attack missions 
are a f ir^t for this type of game, 
although the perspective's not as 
claustrophobic as your average 
C£t clone, obviously. 
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(Bebw) Players will fae abk tQ select and 
customise their awn interg a lactic spaceship with 
their own choice of weapons, shields, engine etc. 



textures, and of course copious 
amounts of lens flare. The combat can 
best be described as an EiitefX-Wing 
hybrid inasmuch as the colourful 
polygon ships are reminiscent of fZ/te, 
and the fuJI-on hectic combat will 
remind many of X-Wing% excellent 
galactic dogfights. Another gamcplay element thst Grolier 
have^ er, bormwed from Eittt - and indeed Wing 
Commander - is the constant appearance of space pirates 
who act as cannon fodder for bored gamers and generally 
confuse the issue at ever^ opportunity. 

For campaign fans there are two distinctly different 
ways to play the game: Arcade mode is, as you would 
expect an instant action blast, with your ship and weapons 
pre-sekcted and all political decisions taken care of. 
SimLilatiorr mode is a far greater challenge. Not only will 
your decisior^s influence the political and economic balance 
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Developer Grolier Inter 
Publisher Grolier Interactive 
Website: www.grolier.com 
Release date: June 
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Arcade mode is, as you'd expect, 
an instant action blast; simulation 
mode is a far greater challenge. " 



of the warring planets, but you'll also get to manage a 
research and development allocation budget, choose your 
own wingmen and weapons, and generally become much 
more involved in the great scheme of things as events in 
the game unfold. 

There is no obvious storyline to foltow at the beginning 
of the game, but Grolier have hinted at an unexpected turn 
of events later in the campaign which changes gameplay 
significantly and finally reveals your real role in protecting 
the future of mankind. 

From what we've seen so far, X^nocrocy looks set to be a 
complex and challenging space combat sim. But as always, 
you'll have to wait until next month when we review the 
full game before we deliver our final verdict. © 
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Xenocrscy couples fy/fe-style graphics with X-Wingesque 
combat, which is a good thing. Probably. 
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Huge polygon spaceships are the order of the day in 
Xenocracy, which Is nice. 



In the interests of total tmmersion and a 
belief that we really are saving Earth, and 
not just sitting in front of our PC monitors 
pressing buttons on a joystick, we need a 
plot to help our nonbetief. Xenocracy 
answers thus: the year is 10600 of the 
Confmon Era (whatever that is). Mankind 
has colonised space, and four superpowers 
have emerged - the Earth Dominion, the 
Mars Combine, the Venus Alliance and the 
Mercury League. All four may well have 
lived happity together were it not for the 
existence of a precious resource called 
lycosite. Lycosite is found in the outer 
colonies, and the superpowers spend their 
whole time scrapping over it. It's down to 
>u, as El member of the United Planet 
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Nations, to sort them all out, which sets the 
scene perfectly for many hours of intense 
interga lactic blasting. What do you mean 
you've heard it all before? Honestly, you 
just can't please some people. 





Jeremy Wells used to drive 
a VW Beetle that had more 
filler than metaL Virtually 
indestructible, it did 0 to 60 
in an hour Who better, then, 
to check out this new tank 
sim from Micro Prose? 

^^^^^^ VER SINCE BATTLEZONE [THE OHIGIMAL 
^^f^^^^^m arcade game, not Activision's 

^k^^^^V actio r^/strategy hybrid) blasted onto the 
^^^^^^ scene way back in the 1970s, gamers the 
world over have been hooked on tank games. 
A decade later when the original Ml Tank Piatoon 
stormed onto the scene in 1969, it set a new benchniark 
for ground war simulations, winning numerous awards 
and a place in the hearts of dynamic war game fans. 
Now, almost another decade la ter. Micro Prose are about 
to release the sequel, with the promise that it will blast 
the opposition into oblivion. 

We first caught sight of Ml Tank Pfatoon l( atmost 2 year 
ago, at E3 in Atlanta. It was tucked away in a corner, vying 
for attention next to some alpha code of the glorious Fatcon 
4,0, the licence to print money that is Starship Troopers, and 
a rather different-looking X-COMqamt that we later 
discovered was to be called Intefceptor, At first, we assumed 
we were looking at a rolling rendered sequence^ something 
pretty that the artists had put together for the show. Closer 
investigation proved that what we were gawping at was, in 
fact, in-game code. It was quite a step up from the graphical 
standard of the first game, to say the least 



IVlore recently, we were given the opportunity to sit 
down in front of some beta code in the company of Mi's 
original visionary and creator, Scott Spanbcrg, who took 
us through some of the earlier missions and explained why 
Ml Tank Platoon U will roll over every other tank game 
developed thus far. 



"li'e want the player to appreciate 
what it's like to be in the middle of 

a war zone. " — Scott Spanberg, MicroProse 



From the offset, it's cfear that Ml Tonk H is very much a 
sim, more akin to a modern-day flight sim than something 
like Nova Logic's Armortd Fist iL "We wanted to recreate 
the modern battlefield in exacting detail," explains Scott. 
"We've managed to reconstruct the Ml A2 with breathtaking 
accuracy, and applied the same levels of detail to other 
vehicles and the terrain. We want the player to appreciate 
exactly what Efs like to be in the middle of a war zone." 





The developers have trted te» 
ensure that there's always a lot 
happening on the battlefield. 
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Playm will be able to call in 
air support to break down the 
enemy, and then send in the 
infantry to clean things up. 



From wtiat we've seen so far, graphically Ml Tonk!fw\\\ 
not disappoint, as long as the now prereqjisite 3Dfx card is 
in evidence. That said, Scott is keen to point out that unlike 
some other graphically charged pixeJ-fests, Ml TankllmW 
not be what we call at Zone a 'fur coat, no knickers' 
experience. The idea h to create a campaign world that is 
fuJIy active and reactive to the player's actions. "As the player 
attacks and destroys enemy targets, the^r effects on future 
actions will be taken into account, just as it would in a real 
campaign," claims 5cott. "Also, the active world is not just 
limited to the player's actions. Targets will also be destroyed 
by opposing units, and some of them will have the ability to 
repair themselves if they're not fully destroyed. 

"Our ultimate aim is to create 
a dynamic environment that 
encourages the player to feel 
like he's actually taking part in an 
ongoing war effort. What he does, 
the dedsions he makes and how 
successful he is will affect the course 
of future missions and ultimately 
the whole campaign." 

Desigfi-u4ilie 

While the campaign mode promises to be a bit special, the 
single-battle mode looks to be Just as immersive. Players will 
be able to select to fight randomly generated battles against 
front-line Russian forces, or opt to engage the enemy in pre- 
built missions based on battles fought in the GuJf War or 
Nato-Warsaw Pact confrontations. There will also be a Battle 
Builder mode that will enable players to construct and design 
their own battles, with several campaign areas to choose 
from, induding North Africa, Ukraine, the Far East and Korea. 
Each area will be faithfully recreated in glorious 3D, and 




players will be encouraged to use 
the terrain and natural features, 
such as trees, for cover. 
Scott's also very proud of what the 
team have accomplished with the 
game's artificial inteiligence. "Success on the 
battlefield depends on constant reassessment of a situation 
and a measured reaction to the enemy's action. Players will 
need to communicate new orders to different units and be 
assured that they'll respond in the correct manner," he says. 
"This means the Ai has to be really competent, or the whole 
thing just falls apart. The ptayer's got to be able to rely on his 
units to follow orders, although sometimes mistakes will be 
made just to keep the whole thing realistic." 

YouVe under orders 

As the commander, players will be able to send detailed 
orders to each platoon or to individual tanks, and instruct 
them when to hold position, evade or engage the enemy, 
change formation, and call in air support in 
the shape of A-IOs or combat 
helicopters. In an attempt to encourage 
the player to look at their war effort on a 
grander scale, units will actually improve 
with the more action they see^ while 
vehicles that are damaged will need 
repairing before they can be used for 
further missions. 

If you're thinking it could get rather 
complicated and messy^ you'll be pleased 
to hear that a training mode will be tnduded 
where players can Jearn to control an Ml A2r shoot properly, 
develop tactics, etc. There will also be a rather flash 
multimedia bit that you can delve into to get information on 
the numerous vehicles and weapons featured in the game. 

All this, along with multi-player support over a LAN or via 
the Internet^ and Scott's assurance that ifs going to be the 
"best tank sim ever", should be enough to convince fans of 
the original and lank fans that Ml Tank Platoon 11 will be 
more than worth a look when it's released later this year. 0 




As commander, you will be abJe to 
co-ordinate your attack and leap 
straight back into the thick of the 
action to kick same ass. 

O 



Players will have to use the terrain 
as cover and plan theif assaults 
with care to succeed. 




(Above) When bored, Malcolm loved wasting shells on 
the locaJ wildlife. (Right) The potential for multi^pJayer 
fun is quite huge thanks to five-player LAN support. 



O 



r 



fia Apfil J 998 



55 




A PRIL FOOL ! 



^^^^ S WE WRITE. IT'S MARCH; AS YOU READ, tT'S MARCH. BUT ON 
^^^^^^ the cover of the magazine it says April - so anything can, and 
^^mJ often does, happen in the hilarious world of magazine April 

^^M^^g Foo* japery. Yes, \\\ time to admit that we've duped you. We've 
^^H^V^ fihbed. We've fabricated. We've lied, 

^^^^ In BifUetin this month comes news of a game that doesn't actually 

exist. We created it to fool you. It might look convincing, but there 
are subtle clues that give the game away. What we want you to teM us is 
wbkti story It is. Cast your mind back. Thir^k to yourself: am I really that 
gullible? Can I spot it? 

Of course, it's all a bit of fun, m nit? And there's gold at the end of the trail 
for a few lucky PC Zone readers. The one person who tells us which news 
story is bogus {and makes us laugh the hardest with thetr completed tie- 
breaker) will win a top-of-t he -range, customised Worms //PC Unfortunately 
for you though, the last laugh is on us - cos the PC is bright pink! So laughs 
all round, then? Must be April... 

FIRST PRIZE 

Customised ATX Midi Tower with an Intel P2D0 MMX on a QDI motherboard, 
32Mb RAM, 4Mb Matrox Righteous 3D accelerator card, 15-inch monitor, 24- 
speed CD-ROM drive, 2.5 Gig hard drive, AWE64 sound card, Windows 95 and 
some big speakers. This comes complete with a copy of Worms //, plus a 
T-shirt and some other Worms H goodies. 

Ten runner-yp prize-winners will get a copy of Worms H plus a T-shirt. 
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[St^ale Sock s 



The title of our Aprif Fool news story is 
And it can be fojnd on page 
Complete this tie-breaker in no more than fifty words: 



When I show tliis new (bright pink) PC to my friends, they wili. 



Name: 
Address: 



Either cut out this form or photocopy ft, and send it to: I've been April 
Foofedj PC Zone, CPCZ84A, Customer Interface, Bradley Pavifions^ Bradley 
Stoke North, Bristoi ES12 OBQ 

Mei: Al l entries to he recetved by 20 April 19^8. Wo conrespondeflce will li* enlefed'into. The editor's 
decision is. final. One entry per household. Repeat entries will be binned. No jeans. No trainers. 





V 



ICack 3 



A pink PC and 

[ ^ Worms II 



V 



jCack 2| 
jiOOl 



goodies! 



fMcLarern 
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"QUAKE IS 
THE BIOaEST, 
BADDEST, 
BLOODIEST 
AND MOST 
ATMOSPHERIC 
V 3D ACTION 
GAME EVER 
CONCEIVED," 



F?3Hn rrnTijBv t..u .TP^rnnijPHFiinn 



CDUF=ih 




>-^B THRn R miesinn pri 



FOR 
U A K 



Q!70NE.u,hori«dbyid SoWr. 



THE UNHOLY TRINITY 

FEATURING THE ORIGINAL QUAKE 
PLUS THE 2 FINEST SINGLE PLAYER 
& OEATHMATCH ADD-ON PACKS EVER! 



PC QAMER '^^^^ COAOt^ COLLECTOR'S ^' 



S.II.P. £24.99 Available from 
most good high street stores 



QUAKE '"^1996 ID Sofrwaie Inc. All fights reserved, id^"^ and the 
id logo^" ar& irademorks of ID SoWpre he MAUCE - ©1 997 
Qtiantijm Axcess QA and MALICE are iFcidcrnprk^ of Quaiiium 
AfiCBiii. AN rights reserved. R'eprodLfced and distributed under 
(icense, GameSpy is q tfodemark of Criiiccif Mass, Quonfurn 
Access is not related fo id Software in ony way. All frademarks 
are rhe p/operty of their respective owners. 



W7 GTIi 
/ Valu 



EKClL&r.'diy Di3iriou:ed 

GT Interactrve Software 
Value Products Division 
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} The Lionhead Diaries: Part 3 

The Olympic Games 




Greeting visitors, 
quaffing champagne 
and craclcing code- 
speali. It's all in a 
day's work for Steve 
"^^^ Jackson. 

^^^^^k HE WORD WAS SPREADING. THOUGH 
^^^^7^^H Lion head had barely got underway, tKerc 
^^^^^^F had already been plenty of interest irv what 
^^^^^^ we were up to. Within the first montli we'd 
been visited by several development teams 
offering game designs, and some of the major players in 
the industry, including Sega, Eidos, Nintendo, GJi and 
Lego, had already called up to arrange meetings. 

One lunchtime, a dozen executives from a major Japanese 
console manufacturer arrived in a bus to visit Lionhead's 
temporary office in Peter's house. Greeting them at the door, 
I ushered them to the patio outside and rushed back in to tell 
the others. Bewilderment No one knew anything about the 
meeting! Peter was despatched to tactfully find out why 

44 



(Above) Demis proudly displays 
his bevelled box routm^. 
(Below) Artist Mark reveals his 
favourite games character. 



■O 




The rest of us agreed to offer Peter 
15 Lionhead Olympics points if he 
could score with *Lara\ 
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they'd come. Apparently they'd arrived to present pians for 
their next-generation console. Someone somewhere had got 
the dates mixed up. 

But however flattering these approaches might have been, 
our first game was already committed. At the end of July 
we'd signed a one-game contract with Electronic Arts. The 
negotiations had been tough, with three-hour video 
conferences, and phones slammed down on at least a couple 
of occasions; our own legal bill had run to over £50,000. But 
fn the end it was a deal we were happy with. Quite apart 
from the Bullfrog connection, EA are the largest PC games 
publisher in the world. And from their point of vfew, Peter 
had remained within the EA stable. 

Originally we'd planned that Lionhead would make their 
first public appearance in May at the E3 trade show in 
Atlanta, but at that time the EA contract was still not signed. 
Peter was effectively still an EA employee. Thus there was the 
prospect of us attending E3 but not being able to say 
anything about Lionhead) It would all have been pointless. 
Consequentiy the E3 arrangements were cancelled at the fast 
minute^ leaving us with £3000 in bills to pay 

Our debut was postponed until September - the European 
Computer Trade Show in London. PR agent Cathy Campos 
had arranged a full ECTS appointment diary Everyone, it 




{Top) Steve's a bit confused by the 
Black And White design meeting. 
(Above) Cathy Campos persuades 
Peter not to reveal anything. 

o 



seemed, wanted to know about Lionhead. From 10am to 4pm 
each day, journalists from most of the major European 
magazines arrived every half-hour at the company's suite in 
the Hilton hoteL Peter did most of the talking, and over the 
three days of the show he managed to tell the same story to 
30 or so different journalists. His natural enthusiasm was 
truly remarkable. As each visitor received the Lionlnead spiet, 
Peter could have been relating the story for the first time. 

These trade shows are also memorable for their parties. At 
the Eidos party at the Royal College of Art, champagne was 
flowing all night in the VIP room. Peter split his time between 
talking to the president of EA Japan and chatting up the 
voluptuous Rhona Mitra (the 'real' Lara Croft). The rest of us 
agreed to offer him 15 Lionhead Olympics points if he coufcf 
score with lara' - with the condition that he obtained 
photographic evidence. Despite the generous reward on offer 
- LH Olympics points are more valuable than gold - Peter 
hasn't managed to claim his prize. Yet.. ■u.. 

On the Sunday night, ten of us attended the ECTS Awards 
dinner at the Royal Lancaster HoteL Though the food was 
mediocre, the people on the Lionhead table amused 
themselves by predicting the award winners - with Points to 
Count, of course. IVfark Healey our new artist, won easily. 
He'd simply bet on Tomb Raider to win everything. The victory 
placed him^ top of the new Lionhead Olympics League Table. 

The League Table is now entrenched as a vital part of 
Lionhead culture. Everyone here is a games player, and the 
results of any game we play - which is agreed in advance as 
Points to Count - get entered. Board games, croquet. Fantasy 
Football, pinbalL pool, squash... You name it, we'll p3ay it, so 
long as ifs Points to Count. 

But Lionhead isn't all fun and games. There was some 
serious work getting done too. By now the groundwork for 
the project was beginning to take shape. Peter was making 
good progress with the 'test-bed' framework. His plan was to 
have a workable version of the game (a test-bed) which we 
can all use to test the gameplay at an early stage. Mark was 
completing his work on the in-game de-bugging routines, 
Tim had the libraries and tools sorted out, and Demis's real 
physics engine could now draw a bevelled box [a 3D box with 
angled sides, Standard Windows 95 buttons are supposed to 
look like bevelled boxes). Mow, to me, creating a bevelled box 
and moving it sideways across the screen seemed no great 
feat But the coders had apparently had a competition to see 
who could create the best bevelled box. anyway, the others 
seemed genuinely in awe of Demis's achievement 

Gradually I was getting used to the mumbo-jumbo of 
code-speak: "Once I've got a gooey (actually a 'GUI' - 
graphical user interface; not something from your nose], I 
can attach my function calJs"; or "Thank God for the commas- 
space, that's all 1 can say''; or "Let's do away with round 
brackets entirely".,. All these topics seemed incredibly 
important fo everyone. Sure, standards needed to be set so . 
that everyone's code would work with everyone else's. But I 
avoided standards meetings like the plague. Something quite 
simple* like where spaces would appear in the code, prompted 
long and heated debates. 

Stuff like this makes Lionhead a unique place to work. 
Little games and pranks permeate into even the serious side 
of the business. Everything was going wetL Until our first 
virus arrived... 0 

Co-founder of Games Workshop, aythor of Fighting fantasy 
G?fnef^oQks, game designer and Cdlumnist for the Daiiy Telegraphr 
Steve JacksDri \i now z director of start-up Lionhead. 
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'...two wheel high speed racing action at Its very besf 
'...the most convincing arcade-like experience so far' edg^ 




UW Soft Entertainment Ltd., Vantage House, l Weir Road, Wimbledon, Lofid&n SW19 8UX. ©199S. Ubi Soft EntflrtainmeniyGriterion Studios. All rights resenred. CritBriors Studios is a diviBion of Criterior Software Ltd., a CarMMi Companfy. 
Cfttflrior Studios and Crfterion Software are trademarks of Caron Inc. Fledlirw Racer Is a tnadmark of Criterion SdtMare Ltd. and Accolade Inc., used unskr Hcenoe Cfiterioi Sottware Ltd. * Whils stucks last. 





When it comes to customer 
care^ most companies have a 
number you can call for help, 
but just how good are they at 
dealing with irate callers? Our 
resident schizophrenic Charlie 
Brooker rang four of the best 
and gave 'em hell to see how 
they'd respond. 

^ Y Wm E'VE ALL BEEN THERE: YOU'VE JUST 
M ^^^9^^ a brand new game. You've run 

^^^^^^V home from the shops like Billy Whizz 
^^^^^^ on steroids at a track meet... only to 
find that the damn thing just won't work. 
No matter what you try, it stubbornly refuses to 'go'. 
Amgh! So what do you do now? 

The sensible answer, of course, is to call the software 
company who published the game. Most software houses 
have a pool of phone-friendiy experts who'll try to lead you 
gently by the hard towards a workable solution. Since they 
know the game in question instde-outj they're likely to be 
able to solve your problem in minutes - most of the time, 
the solution is glaringly obvious (to the experts, at least). 

That said, every month we receive numerous letters and 
e-mails from disgruntled readers who have rung software 
companies with complaints or technical problems, only to be 
fobbed off by some clueless idiot on the other end of the line. 
We thought we'd check out just how bad they really are, and 
at the same time give 'em hell to avenge all those frustrated 
callers who'd rung in vain. Of course, the demeanour of the 
calling customer greatly affects Ihetr ability to perform. Which 
is why we decided to put a few of the more reputable 
companies to the test. Adopting a variety of guises, we (well, 
okay, i) rang up a selection of technical support lines and tried 
valiantly to make life hell for the guy on the other end of the 
phone. Edited versions of the transcripts are laid out across 
these pages; to savour their full aroma, check out the audio 
files on one of this month's CD Zone. 



Call #1: Virgin 
Interactive Entertainment 

The first cail of the day, and we adopt 
the guise of 'Shirty', an aggressive, 
ignorant thug who doesn't know 
the first thing Bbaut computers. 
The 'fauif, needless to say, is 
compieteiy fictional... 
Shirty: 'Ello? I got a game tfiat don't 
work. If s Jedi Knight. I bought It for 
me boy and it don't work. 
Virgin Interactive Entertainment: 
Right. Are you in front of your machine? 
5: No. 

VIE: Well, what we'd need to do is to have 
a look at your DirectX drivers, make sure 
they're all certified. 
S: 'Ow do I know rf I've got that 
thert? 

VIE; Because we will talk you through it. 
I will talk you through what you need to 
do to establish that. 
S: Is it a bit tike that film where 
that stewardess Is trying to land 
the plane? 

VIE: (Long pause) yeah. Well... I... 
I... we... (Pause) \ea\]. 
S: What time do you close? 
VIE: Five o'clock, 
S: (Exasperated) Nah. Y'see^ I 
can't get home before then. 
VIE: How old is your son? 
Could he ring us when he 
gets in from school? As long 
as he's sitting in front of his 
machine and explains that 
he's got a problem with 
Jedi Knight we wilt talk 
him through what he 
needs to do 

S: You won't upset him 
or nuffin? 

VIE: Why would we upset him? 
S: Well, you've been a bit 
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confrontational A \ V^Bk^ii* 

with me. 9MiA ^ A 

VIE: How 

have I been 
confrontational? 

You raised your 
voice. Above the 
norm. 

VIE: rm sorry,., that's just 
the way my voice is. Mo, I haven't 
raised my voice above the norm. 
S: There was a slight inflection. 
VIE: I don't feel I've spoken to you any differently than 
I've spoken to anyone efse today, but no, we won't upset 
yoMF son, don't worry. 
S: Right 'cos be cries easJIy. 

VIE: All he has to do is ring us. okay and say that he's having 
a problem, and we will talk him through. 
5: You won't shout at him or nuffin? 
VIE: No, we won't shout at him or anything. 
S: {Aitgrffy} I don't like it when people shout at my boy. 
VIE: No. . . but. . . we. . . we're here to help you. We're not here 
to cause any problems. 

5: You won't threaten him, or shout at him? 
VIE: I haven't threatened you or shouted at you. 
S: Kah, I know you 'aven't, but he's me boy, and he 
sometimes gets carried away and screams. 
VIE: We don't threaten anybody. That's not what we re here 
for. If I threatened anybody Td be sacked. My supervisor's 
actually sitting two yards away from me. I physically couldn't 
shout without him intervening. 
S: You could call him over 
VIE: What? Sorry? 

S: You could call your supervisor over and shout together 
- combined. TWo voices shouting into my son's ear. Into 
his head and his brain. 

VIE: (Bewitdered) Whyl [Yifiy would we do that? You have my 
word. We will not shout at your son, and the two of us will not 
gang up and shout at him. 

S: But what If he starts shouting? He does sometimes 
do that 

VIE: (Long pause) Um. Weil, obviously, urn, we need someone 
in front of the computer to, um... 
5: FIng Is, the phone's downstairs and the computer's 
upstairs. He'll have to keep running up and down the 
stairs. So he'll have to shout - so that you can hear him. 
VIE: Right then we'll understand that... 
Si If he puts you on the phone speaker, will you shout 
at hrni so he can hear you upstairs? 
VIE; If that's what he wants us to do^ yes. 

S: You wf// shout at my son? 
VIE: (Exasperated sigh) No, no We.,. Look. You 
say if he puts the phone on the speaker, would 
we shout to be heard? No. All Til do is talk at the 
normal voice that Tm talking to you in now. You 
have my word for it. What I'll do is make sure that 
everyone here knows that he's going to call, and 
that they'll treat him correctly. 
S: No shoutin' at him? 
VIE: No shouting. 
S: Unless he asks. 
VIE: Yep. 

S: Right. Could you write that down and put it up on 
the wall there? 
VIE: Yes. 
S: In red? 

VIE: Yes. 

S: in prefly text? 

VIE: Yeah. 

S: Aruf draw a snowman under it? 

VIE: Why would, . . {Sfghs} Look, We'll make sure no one 
shouts at your son. 

S: Much obliged. ^ 
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M VIE: Okay then. 
S: I bve you, 
VIE: Okay then. Goodbye. 

VERDICT: 10 OUT OF 10 

Consistently helpful, despite escalating weirdness 
on our part, the man from Virgin deserves a 
medal for his relentless patience. He was also 
utterly polite throughout the conversation < and 
didn't get riled even o/ice Hey. Virgin - go and 
give this man a hefty pay rise, we say. He's a 
credit to your company. 



S: Oh] 1 get it So ifs only oiw thing that you 
click on, yeah? Sorry, mate. You must think I'm 
aright**". 

A: (Pause) So when you click on that^ it asks you 
for something to look for, and you type in 'DXSETUP' 
and then press 'Return'. That will bring up a little icon. 
Click on that and it'll take you into your subsystem. 
Si Wbaf s that? 

A: Urn,,, ifs basically something that urn... which will 
show you whether your drivers are.. . 
S: (Very impatientfy) Alright, alright Just tell me 
how to make it warL 

A: Okay... When you double-dick 



S: I don't know. I think the bloke who had the 
computer before me might have been. He don't 
know Tve got his computer, basically. D'you know 
what I'm sayin'? 

A; Does it run on anyone else's machine? 

S: Yeah. Ifs nothing wrong whh the CD. I'm not 

stupid. Do you think I'm stupid? 

A: WelL no. You've bought a product and you expect 

it to work. I can appreciate that. 

S: Don't you think it should be sorted out before i 

lay out the money for rt7 IfVd laid out the money 

for itt which I didn't 



Call #2: Activisioii 

Another job for 'Shirty', who by now 
has plucked up enough courage to start 
indufging in 'blue ' language. Again, the 
"fault" is entirety imaginary. . . 
Shirty: 'Ello. If I've got a problem with 
Quake If. Do I call you about it? 
Activision: If you've got a problem getting 
the game running, yeah. What's the problem? 
S: Well, like yoti said. I can't get it running. 
It goes to start and the intro comes up and 
that, and then it all flickers and goes back to 
Windows. Frankly, Tm well pissed off about it 
Vknow, 1 spent about 30 quid on this thing and 
it don't work. 

A: Right, Okay You might have to do a fev\^ 
alterations to get it running. Have you got your system 
in front of you? 

Ho, but 1 can tell you what it is. It's a Pentium 
166r yeaK rfs got tOOO megabytes of RAM... 
A: That's hard disk space. 
5: Nah, ifs RAM. They said it was 1000 
megabytes of RAM. The hard disk's 32. 
A: Who said it was that? Whoever told you that got 
Et the wrong way round. The RAM is 32 and the hard 
disk is the... 

S; Look I don't give a **** about 
the details. Frankly, I just want to 
get the game running, mate, 

A: Alright, sure. So I take It the 
machine's at home and you're 
at work? Right Just write this 
down for a second. Have you 
got a pen and paper? 
S: (impBtimtfy) 

A: Okay... 
Click on 'Start'... 
S: What, now? 
A: No, no. When 
you get home. Click 
on 'Start'r then click 
on Tind', then 'Files 
or Folders'... 
S: Which one? Files 
or Folders? 

A: WelE^ it just says Tiles or 
Folders', it's just the one icon 
S: Yeah, but which one? 
A: You don't get an option. 
S: Well why are you 
telling me to do it 
there's no option? 
A: No, look. Basically 
there's an icon there called 
'Files or Folders'. You click 
on that arid it gives you 
the option to... 
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on that, when it brings up your subsystem.,. 
S: Oh for ***''s5ake[ 

A: What^s the matter? 

S: Well I've dished out 30 quid for thi$, and now 
I've got to faff around on the phone, I've got to 
write down instructions and go off and carry 
them out... Ws like being in the ******* army. 
When I buy something for the Super NinterKlo 
fing, I just stick it in and it conies up on the 
telly and everything... 
A: Well that's because Nintendo games are 
slightly less advanced than PC games, and 
you might have to do a bit of tinkering around. 
S: Oh lah di dak 

A: At the end of the day, I'm just telling you 
what to do. 
S: Alright. I'm sorry, mate. Ifs just that 
90t this for me boy's birthday and 
now it don't work. You can Imagine 
ttie poor bastard. He can't play 
his game. And I'm no computer 
expert. Tell you the truth, ifs 
not really my computer. Know 
what I'msayin'? 

A: 1 appreciate it, because 
've got the same 
problems... 
S: W^ll why are 
- yau working there, 

then? You should 
be out tilling 
the fields or 
something. 
A: Weli, you 
just have to fix them. 
'II have to see if your 
DirectX drivers are certified. 
S: And if they aren't? 
A: You'll have to get hold of 
these little pieces of software. Are 
you connected to the Internet? 



Frankly, 1 thieved it. But if 
I had laid out money for it I'd be really annoyed. 
As It is I'm mildly tickled, you know? 

A: Yeahf welL.. what can 1 say? 

S: 1 don't know. What do you want to say? 

A: Well, what's done is done. 

S: Yeah? Sorry, hold on... ^afs done is done^ 

he said yesterday.' 

A: Who said that? 

S: You did. Just then. 'What's done Is done, he 
said yesterday", beneath your photograph, yeah? 
Thaf s our caption. 

A: Eh? 1 don't get what you're going on about 

S: S 'alright. Don't matter. Anyway, if 1 do all 

that stuff you said, rf II work, yeah? That's greai 

inn it? If I want to write a letter and complain, 

who's the **** in charge? 

A; The company \ti charge? Well, complaints are sent 

to iD Software. They're accessible through e-marl. 

S: What the ****71 'Accessible through e-mail'? 

You might as well tell me to send a ******* 

carrier pigeon Of something! What's 'accessible 

through e-mail'? 

A: Tfie complaints department. 

S: Well tfiaf s my first complaint. How come 

they're accessible through e-mail when I don't 

know what that means! Can't 1 just speak to 

them, man to man? Is there somewhere I can 

walk in and I get some **** behind a desk and 

I can just ******* speak to him? 

A: Er, no, basically. 

S: well where is tills 'ID' place, then? 

A: In America. 

S: Oh for sakei So I've got to go all the 

way to Ametica if I ain't got this e-mall thing? 

Why don't I just send 'em a postcard, saying: 

'Here I am in Britain, having bought your game^ 

ripped of( lArish you were here, signed some 

*******pooroldsod'? 

A: Well, it'd be quite a laugh, yeah. 

S: If 1 thieve another computer, d'you reckon 

1 could get it working? 




A: If you nick another computer? 

S: Thafs what I said. 

(Lengthy, uncomfortable silence...} 

S: Alright mate. Well, look, I'lf call these 

ID people and tell 'em I spoke to you. 

A: Can I take your number? 

Sr My number? 

A: Yeah, just so I can log the calL 
S: Nah. Bye. 

VERDICn 10 OUT OF 10 

Again, an incredibly helpful man with the 
patience of a saint. Despite facing a barrage 
of offensive language, the guy from Activision 
was prepared to help us out to the last.,, until 
we started going on about stolen computers, 
that is. Give that man more money, say we. 



Call #3: Eidos Interactive 

Aba. Time to change tack a Uttte. For Eidos 

interactive, we decided to trarisform into 

'flirty', a posh-sounding chap with an entirely 

provocative demeanour... 

Flirty; He I to. I've got a p roblem with Tomb Raider 

iL I get up to the level with the Opera House, and 

Lara jumps In the air and the screen corrupts. 

Eidos: I haven't seer this happen. Um... is it any 

particular pface in the Opera House? 

F: ¥Vell, there's some sandbags that fall down.,. 

E: What sort of system are you running on? 

F: Ifs a Pentium 166, with 32 megabytes of RAM 

and a 3Dfx card. I haven't had problems with 

anything else. 



E: Rrght... 

F: She turns green. Green about the grils, 
you might say. She looks most stckly. 

E: Yeah. What video mode are you running in? 
F: Fuli-screen, 3Dix. 
E; Have you got the computer there? 
F: I don't no. 
E: Right Well, this is not a known problem. 
What we're going to have to do is try and suss 
out exactly what's causing it from scratch.. . 
F: Whereabouts are you based? 
E: Binningham, 

F: If I was to drive up ther«y 
maybe tonight, coufd I 
come and meet you? 
E: It, er... 
F: You, in person? 
E: It, er, wouldn't 
be possible, Tm 
afraid. We wouldn't 
be covered for that 
sort of thing if 
anything was 
to happen. 
F: WhatT 
E: With the 
actual system. 
F: Dh, I thought 
you meant anythmg 
untoward. Between the 
two of us. 
E: No, just anything with the 
system itself,., 
F: Well, you could come down 
here. Tve got a spare room... 
E: Erm, that wouldn't really be possible, Tm 
afraid. What we could maybe do.. . What video 
hardware do you have there? If we could get the 
full specifications , 
F: Do you go dancing? 
E: No. . . If you could find out the make of the 
video card... 

F: Well, ^s a Matrox something or other. 
A Millennium, or... Whafs the other one? 

E; Mystique. 

F; You've got a touch of 'mystique' aliotft 
you. if you don't mind me saying, 

E: Er, okay What we need to do is get the 
full specifications... 

F: Full specifications. (Pause) I wonder 
what your 'specifications' are... 
E: Yeah. Just the full specs of the machine. 
F: Okay, and maybe If I phone later - It's 
probably not possible tonight, but maybe 
I could come up next week and we could aH 
go dancing. 

E; No, that wouldn't be possible, I'm afraid. 
F: We could strip to the waist and 
spray water across each 
other's chests. 
E: Is this a prank call? 
F: No< (Long pause) 
Anyway,., if I phone 
back with the 
specifications... 
E: fPauseneah. 
F: (Siowtyand 
deliterat€fy) )Ne can 
go dancing together. 
E: I'm afraid I'm going 
to have to end the 
call there. Sorry 
about that. 




VERDICT 
9 OUT OF 10 

Dealing with 'Flirty' must 
have been hard work, and this 
chap from Eidos was the only one 
m ouf 'survey' to actually hang up on 
us. Still, to be fair, we did push h^m much too 
far. Our 'dancing' offer strll stands: although we 
suspect he'd rather dance on FJirty's head. With 
a big pair of boots on. 



Call #4: BMG Interactive 

Seeing as we hadn't actually managed to really 
wind anyone up, we thought we'd change tack 
again and ring BMG Interactive's marketing 
department to complain about the nature of 
Grand Theft Auto. Surely they'd crack when 
confronted with a verbal lashing from 'Outraged' 
of Surbiton, Surrey? 

Outraged: Tm calling ahoutthis... well, 1 suppose 
you could caH K a game. The carriding game? 

BMG: Grand Theft Auto, sir? 

0: Yes, thafs the one. I just want some kind 

of explanation out of you people as to what 

on earth you think you're playing at. 

B: Concerning the content of the game? 

0: Yes. Ifs a nightmarel 

B: Yes, it's rated 1 8. It's purely for adults. 

0: Right well you tell this to my son. 

B: Weltr it's strictly an 1 8 -rated game. It's aimed 

at adults - and [ stress aimed at adults. 

0: Ye^ well there's plenty of aiming your 

carat adults in the gam^ isn't there? 

B: Yes, that's correct, sir. But like I... 

0: The thing is, I think you people don't 

understand. You sit there in your ivory towers, 

churning out this vile /7/ffi... Ifs a disgracei 

B: It's aimed at the adult market sir. 

0: W^ll, my son has now got hoid of it. What 

are you going to do, come round and cleanse 

his brain? 

B: Mo. . . Wellj if he has got hold of one, it's against 
the law. He should not have it. The game is strictly 
rated 1 8. It says so on the box. . . 
0: (Mimicking chiidishfy, in a 'nyaah nyaaK 
voice') Oh, because It says sconce ta>L 
B: And.., and on the disc. 
0^ Because it says so on £he box and 
on ffie d/5c 
B: Yes, sir. 

0: (Stilt mimidctng) 
Yes, sir. > 
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vHe yrM 4t tHe At^A *ha ((M 

What's it like taking calls from irate callers all day? We 
asked one of the chafis at Virgin a few searching questifins... 



PC ZOME: What kind of training are you given? 
VIRGIIU: Well, i will say that the training given to all of the operators 
here at VIE is essentially 'free range'.. . By this I mean that each of the 
guys is given lots of room to research and instigate their own support 
methodSp and we'll normally have a brainstorming session from time to 
time to share our views about current industry 'happenings' - for example, 
the introduction of Windows 95 a few years ago. 

However, there are a few basic rules that need to be learned, such 
as being courteous when taking a call, etc, and learning the systems 
which we have in place to deal with the queries that we receive. 

For an operator, it should take six months or so to become fully 
experienced in the ways of a 'Virgin'. Oh, and another thing, and this 
is guaranteed: you will learn to have the patience of a saint. 
PC lONE; Whaf s the worst call you've ever had? 
VIRGIN: Mmm... I don't think we've ever had a clear winner here, but 
there have been times when a few calls have left us baffled. For example, 
there was one from a Scottish lad who was completely off his 
tree, one from a Welsh fellow who bought Yoda 
fg0' Stories and wanted us to explain The 

''■W: Force to him... oh, and 

B: WeH it shouldn't 
be in his hards. 

0: It isn't in his hands. It's on his screen, in his 
eyes, in his brain. What am I supposed to do 
when my son goes out in his car pulling wheelies 
over policemen's heads? He's been in trouble 
before. He committed a minor car-related offence 
last year, in which three people were injured. 
BiYes... 

0: (With grave authority and menace) Now. You 
tell me. What am / supposed to do shout this! 
B; (Voice shaking) Ummmm. . , all I can say is.. . 
0; You're quivering. 
B: Yes. Because Tm a temp here. 
0: 1 see. Well if you're a temp there, I have 
no argument with you. 
B; NOf 1 have dealt with the game all the way 
through. . . All I car say is don't let him play it. 
0: What am I supposed to do? Break his 
fingers? Blind him with a red-hot poker? 
Throw his computer out of the window? 
Smash his legs? What? 
B; Confiscate the disc 

0: Confiscate the disc. (Pause) Actually, that's 
not a bad idea. I might well cfothat. 
B: Well, after all, it is your household, and he is 
yojr child. 

0: Yes, well, pardon my French, but I think 

it's a ******* disgrace. 
B: It's a game aimed at adults. 
0: Don't you think it's a ******* disgrace? 
B: No. I actually quite enjoy playing the game. 
0: And what about the sexual content of the 
game? 

B: Whi. . . which sexual content would that be? 
0: All the obscene language about pijssy this 
and ****that; ****this and da//jthat; shit 
an{! piss, and... 
B: Well, it is an 1 8-rated game. . . 
0: Well how would you like it, cocJt? In your face? 
B: (Quivering again) It's an 18- rated game, sir... 
0: What about the hard-core pornographic sex? 
B: Ttiere's nothing that actually.., 
0; Well there is on his- Look, I don't know if that 
was your game, but it was on his computer... 
B: Welt... I mean... um... 



one from a chap who rang and said: 'What's your number?' To which we 
replied: 'Well, what number have you just dialled?' To which he replied; 'Oh 
yeah! Thanks.' And then he put the phone down. Finally, there was one from 
this guy who asked us not to shout at his son. Very strange, we thought... 
PC ZONE; What can |yeople do to help you out v^hm they call? 
VIRCIM; This is an easy one to answer If a customer does need to call 
us, then before doing so they should be fully intimate with the system that 
they have purchased and the hardware it contains. A lot of our time is taken 
up when we'll ask a specific question concerning their PC - for example: 
'Which video card do you have?' - and we're met with a blank answer It's 
incredible to find that someone wih spend around £1500 on a computer 
system and not know essentially what they are purchasing. My advice is 
to ask the retailer for a detailed list of the equipment inside your PC- 
PC ZOME: What's the most common complaint you get, and how do 
you deal with it? 

VIRGIN: At this moment in time, the major cause for the calls that we 
take is Microsoft's DirectX. Since the upgrade from 3 to 5, it has become 
apparent that a lot of PCs out there do not have compatible drivers on their 
system. Normally we have to direct the customer 
back to their hardware supplier or 
the device manufacturer 
themselves. Thankfully 
though, with the supply 
of new drivers, this 
problem now seems to 
be sorting itself out. 



0: Look. I don't have any argument with 
you personaily. I know you personally 
haven't sat down and written the game 
with a K., computer pen or whatever they do 
these things with, but couldn't you pass on a 
message from me to the man who wrote it? 
B: If you'd like to make a formal complaint in 
writing, we could handle that, 
0: Yes, but couldn't you just write so met hi no 
down for me, and pass it on to your 
superior? 

B: Our superior isn't actually in today. 
0: Well, precisely. Write it down an. 
it to him, man. For God^s salce. 
B: Okay. 

0: Got a pen? Okay. Right. 'It's a 
disgrace.' 
B: Right. 

0: Right. Okay then. My name's 
Daniel Ben weathers. Thank you. 
B: Thank you. 

0: No, thank you. Alright? 
B: Yes. 

0: Okay then. Goodbye. 

VERDICT: 8 OUT OF 10 

How this man resisted the temptation to slam the 
phone down is beyond us. And lest you laugh at his 
reaction, ask yourself how you'd have coped under 
similar circumstances. Despite our repeated shrfeks, 
screams and salvos ot bad language, he stuck to his 
guns throughout. He deserves a stiff drink. 

Our 'conclusion' 

As our extensive research shows (we did ring 
other helplines, but shortage of space dictates 
that we can only include the best here in print), 
people at the end of the line are generally very 
helpful, supportive and incredibly patient human 
beings. All the tech support people we called 
were extremely qood at dealing with our irate 
and awkward phone calls. Not one of them 
lost their temper, raised their voice or started 
mocking us back. So if you're having problems 



Mil 




with a 

game, we 

suggest you give the 
relevant helpline a ring 
and explain as simply as 
possible what's wrong. Try to 
have your PC near you when you 
call, and be patient - they have to 
be! If you're tempted to call them up 
and be a bit silly, our advice is not to 
bother. They'll see you coming - and they 
certainly won't get wound up. 

It can't be an easy job, but it /san important 
one. So next time your game doesn't work, before 
you vent your frustrations on the guy at the other 
end of the line, spare a thought for his feelings. 
After all, he's on your side, right? Right. Q 
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Enrer The InrerocNve World Of 

THE X FILES. 





UNRESTRICTED ACCESS 



Vou've \\uM Inio i iilyEilij clsssifieil secret yovernmefif uieDsire giving uou uores^rlcled access 
Ide X-Files.'" Broiuse ttirougfi case files, cliaracfer dossiers, evirlence records and oflier top 

secret maferials. Tap inle live video and audio surveillance. , . , 

(tl lony last. "Unrestricted Recess ' lias been granted to X-Files^'^ fans everpliere. 

Wifidoii]S®'"9S CD-ROM [l^S 

IE "imr m m x-fius uiHEsiiirciED access & ® issnNEiiiiiH tmm m m mmmt m iiyrs umm wmm mim m . m m ihe vmr m iitffiflSiiaiTED lbgds m m mnm umiMiimifu^}\j/immm 

Mmm^ IS fiTHEfl 11 mmm m mmm mmm of hiciiosjft wssflriDN fi \n mn siites mm mn umm . . : ,■ ' ,;* = 




Actua Hockey 
Air Warrior III ^ 
Bails Of S 



LucasArts strike back with a new breed af 3D action 
game, iD make amends, and the whole office goes 
mad over another pretty driving game* Ailow 
Jeremy Weils to explain^. 



UST WHEN WE WERE BEGINNING TO BECOME A LITTLE 
jaded with death match Quake il iD went and released the 
Point Release and now everybody is happy again. The thing 
iSr how long will it last? This month's cover game, Mysteries 
Of The Sith, which is essentially just an add-on pack for Jedi Knight has 
proved that while Quake might sport a quicker engine, when \\ comes 
to single-player gameplay LucasArts appear to have taken the lead In terms 
of level design, immersion and scripting. As a single-player experience, we 
always championed the original Jedi Knight owr its numerous rivals, Now 
that LucasArts have tidied up the engine, tweaked the Al and introduced 
some new graphical effects, Sith is undoubtedly the new benchmark 
for 3D action games. 

Tfiat said, we were recently privy to a pre-release version of 
Unreal (again), and the character modelling and level of detail was 
particularly impressive - better than anything else we've seen, in 
fact. Haii-Ufe is also shaping up very nicely, as are S/A/ and Blade. 
And who'd write off Duke 4 or Daikatanal One thing is becoming 
increasingly clear, however, and that is that people don't want 
more Quake clones, but they do want more Quake, Simply put, why would 
any developer bother competing with what is essentially the industry standard 
of first-person 3D action games? If developers want to compete and take the 

genre to the next level, more attention 




must be devoted to other areas such as 
character development, scripting and level 
design, and less on fancy lighting effects 
and MOR soundtracks. LucasArts seem to have 
realised this, Let's hope that Ion Storm, Apogee, 3D 
Realms, Gremlin^ Sierra and Ritual Entertainment are 
also pulling in the same direction. 

Another major plus point must go to LucasArts 
and publishers Virgin for putting the RRP for Sith at 
a very affordable £19.99. Sure, you need Jedi Knight to 
run the game, but it's still a very reasonable price to say 
the least. Thumbs aloft to MicroProse also, for pricing their 
Ultimate Race Pro so keenly. It quite clearly worked for 
Virgin with Screamer, which cleaned up last year, and 
Race Pro will probably fly off the shelves, unlike the more 
conservatively priced Red Line Racer. You may be able to 
get away with 40 quid for a full-on sim^arcade experience 
like Fl 97, but when it comes to arcade racing games 20 
quid makes much more economic sense to us and the 
punter. Other publishers please take note. 0 
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90+ CLASSIC 





The highest accolade a game can attain. 
Mot only is it innovative and highly 
□nginaJ, but it's extremely playable and 
has masses of long-term appeat. Games 
that receive the 'Classic' award should 
seen as a benchmark with which to 
compare other games of the same genre. 



8049 RECOMMENDED 

An excellent game that simply lacks that 
certain something to make it a gaming 
classic, tt may not be necessarily highly 
original, but it contains some new ideas 
' f f^fcf variations that add to the genre that 
'^^J^^^^ijHs^ytd^ are well implemented. Well worth 
checking out 

70-79 

If a game scores with En this bracket rt's good, but not good 
enough to be recommended. It's not ejcadly original and 
somebody's probably done it better already, but it's still 
playable all the same. Basically it's worth shelling out for, 
especially if you're a big fan of the genre^ but don't expect 
anything innovative. Whatever you dOj don't discount games 
just because they don't quite hit the recommended mark[ 

50-69 

Games that fall into this bracket are distinctly average 
and don't really offer anything new. There's nothing much 
wrong with these titles, but then there's nothing much to 
recommend them either They're just average. Okay. IStot 
bad. Alright. We've seen it all before. A lot better on budget. 
You get the picture. 



40-49 

Okay, so you're not really going to buy this, are you? We'd 
advise you not to. It's below average, it's not very playable, 
you'll probably be disappointed. It had a few nice ideas, but 
they were badly executed. Give it a miss. 

21-39 

Oh dear This should never have got past the ideas stage. It 
offers absolutely nothing new to the genre, is very limited in 
terms of gameplay frustrating to play and ultimately a compfete 
waste of money. Avoid disappointment. Avoid this game. 

20 AMD BELOW PANTS 

• Absolutely bloody awfuf. Unplayable, 
due to bad design or bugged code. Crap 
with a capital C. IMaff with a capital 'N'. 
Do not buy this game, it will ruin your 
life and all those who come into contact 
with it. It doesn't get much worse than 
this, Have we made ourselves dear? 



This is designed as a purely visual guide to how games of 
a similar style compare. The bars do not relate to previous 
review scores... they are simply an indication of how the 
reviewer feels about the products on a sliding scale. 
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Native Version 



designed to talce 
advantag-c of OiU 



Tfic software is Hi is software will Tht software may The sDftvvare Tlnr software The ioftware The software will 

designed tu take only run ursder <un sJowly, especiaJty supports MICROSOFT &up|9orts MICFlOSOFl supports run acceptably on a 

oidvantagtof WIMX WINDOWS 9S in hE- res mode Uu^.\\wm DtBECTPiAY INflRNET PLAV 4«4DX2/66 



THE BEMCMIUIARK PC 

At PCZo/reall game-5 are 
pla/ed and tested on a 0AM 
Technology Pentium 133 '/^ith 
16Mb RAM, a 2Mb graphics c^rd 
and a qiiad-speed CD-ROM drtye. 
We also use Max! Gamer 3 Dfx 
cards for releases chat support 
D3D and mh 
specific games. 




PC Zone use Dan PCs excluswely 
'cos ih^Ve _ 
absolutely f ab. mm 
If you viml any vid I I 

more info on p«»™jicompiflwi 
Dart machiries, ^^P^^^'^ 
you can UiW 
them on: 

0181 830 1100 





TAKE 2 
PSYGNOSIS 
ElOOS 
IHTERPLAY 
SIERRA/CUC 
MICROPROS E 
GT INTERACTIVE 



THANKS THIS ISSUE TO: 

Everyone we annoyed researching 
our tech support feature. 
Brian Bagbw U DMA 
Martin Bramall @ Gremlif^ 
Steve McGili® Text 100 
Kate Ludgrove © Creative Labs 



He see iiwulfeds of gidws 
tm the nantbs but here 
are a lew that m hail dh 

, liiiiclt-tiim/iiitiefl' iM'r« 
dbbciibg 
I Impoftiit itiif... 




^ Mysttrles Of Tlie SIth 




TlKre are sone g^mes 
that vuu m leave in tl^e 
middle Qf ttieroaiii luitli j 

big siqn next lo 
sapQ "Please steal m" 
i§i pi %Wl m'i get rid 



< Sabre Ace 
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(Above) Thi« is the easy 
bFt! (Right) These hideous 
octopus-like cr^tures have 
a sting in their tail Two 
hits and you're flead. 
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Before embarking on this 
second dangerous Jedi 
adventure, Paul Malllnson 
had to 'unlearn' evefVthing 
learnt so far. Which 
explains the poor 
grammar in his review 




ITHOUT DOUBT ONE OF WE GAMES OF 
last year, Lucas Arts' Jedi Knight: Dark 
Forces If biew minds the worfd over, tts 
incredibly designed levels and authentic Star 
LVar^ atmosphere even had me thinking: "You can^keepi 
your Quake H - iD'& game designers ar^ g^jodp'bLlt , 
LucasArts' are better." That's right it blew my mind too. 
With its complex and involving plot drawing the pEayer 
into a world of mytho-techno combat modelled around 
George Lucas's famous 'can't fair btanding, how coufd 
it fail? Take \t from me: it rocked. Apd now hqve a 
sequef: Mysteries Of The Sith. And guess what? You'll rjo 
doubt be pleased to hear that it rocks too. 

Where to start? 

Mysteries Of The 5ithbtq\r\s five years after theifir&t 
game, and finds Kyle Katarn (the original gefeerfronn Jedi)- 
in training w'\th former Dark Jedi Mara Jadd.on a remote 
Rebel outpost on Altyr 5. Tlieir sparring tisotsh interr^pte,d, 
howevefj as insurgent Imperial forces descend on t\je bas^" 
in an attempt to 'kick their back doors in'. ' _ ^ 

- The player inttiaily assumes the role of Kyle, hfe^ing, " *■ 
tslashing ahd blasting his way through dozens of. ^ 
■ Storm troopers, flanked by an army of non-playei^ Rebel 
soldiers. The aii:t]On, even at this early stage, is hugely 
jmpressive, because not only have Lucas Arts improved 
their 3D engine immensely [coloured lighting, mgre varied 
textures, higherframe rate), buWbey've'also thrown in a 
load of other new gameplay elements to heighten the 



An apparent new arrival on the scene, Mara Jade has actually been part of the Star Wars 
universe ever stirce Timothy Zahn first put pen to paper in his first trilogy f>f books. Once 
known as The Emperor's Hand, Mara Jade began her Jedi career as a 'hit man' (Hit 
woman? - Ed) for lirtperor Palpatjne (the geezer with the bad compleKion in Return Of 
The Jedf\, until Luke Sky walker came along to spoil the party. As we all know. Skywalker 
trashed the Dark Emperor, putting Mara Jade out of a job and leaving the Empire m 
disarray. Mara then spent a great deal of h^r tin^e plotting revenge on young Luke^ 
before realising that the Emperor had in fact besjn a bit paughty and deserved everything 
he got Thus she turned to the Light Side for redemptfpn, 

^ if lifiiHiiiTif^^ - rlrr itiiiiMiMi 



.1 




BS April 1998 



If*- 



Annoyingly referred to as "colored' every time it is mentioned (don't tliese Yanks know how 
to spell?), the new spectral coloured lighting system works wonders for the atmosphere of 
the game. Out go the fackfustre grey rooms of Sedi Knight (good as they were), and in come 
the beautifulty lit antechambers of Mysteries Of The Sttb. Compare these two shots and 
you'll no doubt agree thai it's been well worth the watt. 
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Thatit teach them to mess with The Master... Now 
Where's that 'hatch' on the back of their trousers? 



A atoiDSphere as wdl^ As th^Rebet a r>^ Imperial forces slug 
it OiUt among themselves, radio chatter breaks out in your 
ear; Imperial forces blow. a ^A/alt^nid then come spilling out 
to attack; TIE bombers fl^jn raze the surrourding area; 
Scout.Waikers hide arouni? almost ever corner, as do rocket- 



**Sith is a commendable leap 
fprward in the evolution of the 
fii^t'^person shoot 'cm up genre 



launching -bad guys ancf a whole -^^st of bastard traps. And 
'tha t 's jus t firs t level. , , 

To tel! you the tru t h^ W/sf eries OfTheSfth starts off 
brilliantly and gets better and better and better the further , 
you get into it The progressive nature of the constantly , 
evoWpTig storyline sees to that'. 




What's so gpod about it then? 

Mysteries OfTheSith lias 14 r^ew s^igle^p layer missions 
and 15 new niL/!*f^p!ayer ones^ new weapons [sniper 
VEfIe|homfng niissiles .artd Imperial pistol) and new 
Fqpfe. powers [Projection, Push, ^aber Tb'roWj Far 
Sight, Blinding and Chain Lightrifng). This in 
itsetf is not bad for 20 quid. But what makes 
this package much more than just a collection 
of new levelrand bug fixes are the many 
brilliant gameplay'touches that arpi;, 
encountered-^Jong the way. Mara Jade's fifth- 
level entrance is spectlcular enougii {Return - 
OfTheJedif^ns willjove ft), but the working 
surveillance' camera^ [plug 'yourself in- at the 
nearest ciinsoieL tHe 'rtces against time', the 
hideous traps [hidden drainage wells - nasty), 
the co-operative R2 u'nEtSr the consequential • . 
batiterr the huge number of recognisable 
Stgr tVofl* vehicles and the broody coloured 
lightfi*^ are the^undreds and thousands on 
the icing" on t'he cake. Special mention nnust atso 
go to John Williams'. classic music which, ifi this 
pafticul^^ame» is a whole new cake in it^tf. 



When it comes to level 
design r no one does It 
better tKan LucasArtSy 
Sedl Knight has some truly 
brilliant examples of the 
craft, but llffy:sterles Of 
The SHh is more sinister, 
harder, and 
wickedly 
designed. 
Hete are 
of 

the high 




NEW REPUBLIC BASE ON 
ALTVR 5 

A pitched battle between invading 
Impenals and your Rebel allies kkks 
off the first level in true immersive 
fashron. As HE bombers pepper the 
base with explosives, Imperial Scout 
Walkers patrol the corridors, picking 
off your mates while taking pot 
shots at you. As Kyle Katarn, the 
ptayer sets out to infiltrate an 
Imperial vessel and clear a way 
through a dense asteroid field for 
a Rebel escape. 



KA'PA THE HUTT'S 
PALACE 

"Ka'Pa no want to see you/' says 
the guard at the entrance to this 
warren of a fevel. 

This is Mara Jade's first solo 
mission, and Ka'Pa The Hutt's 
patace h riddled with various kinds 
of traps, as well as sneaky, slimy 
Tusken VUarriors. In one excel lent 
sequence^ Mara even disguises 
herself as an enemy sofdier in order 
to gain entrance to the palace's 
inner sanctum. 




KATRAASil SPACE PORT, 
PART B 

Katraasii, tike Mos EisJey, is a 
sprawling space port filled with all 
manner of unsavoury characters 
you'd really rather not bump into 
down some dark back allay, and 
most of them are armed to the 
back teeth with concussion rifles 
and high explosives. The grand 
architecture and abundance of 
civilians help create a real 'livedo 
in' city atmosphere. Even the 
MiUennium fakon gets a took up, 




Hidden deep within the recesses of the Mysfer/es 
Oi The Sith CD is a hidden level that recreates the 
Luke Skywalker/Bespin scene from The Empire 
Strikes Back. Extracting this secret level Js not 
easy, and - because the game has only just been 
released - we're not going to tell you how to get 
at it just yet... You'll have to wait for our next 
issue for that. Bah! 





!io Is th^e a downside? 

I^ot reallv. Mysteries Qf The ^pihBS obviously been desfgned 
hr those who have ai/eady torn pitted the first game,..thus 
it starts off pretty h^r^nd tften get^ even harder. 8^ fit's a 
different kind of 'J^f^to Jedi Knight Whereas the former 
ins^stment fo rc^cl th^ player into rock-h^rd Lightsaber battles 
every few fevef^jfi^f^ keeps the story flowing for a^jriost three 
quarters of thf f^ntire game-^ then it th/^Qiws a mutSa of a 
Jedi at you... " ' , - 

MystcricsMf The Sith is the first Veal' follow-up to iD's 
r^ow classic Quake //, and is also a commendable leap forward 
in the evolution of the first-person shoot 'em up genrc- Not 
bad for an 'add-on pack', which in many ways ts to add-on 
packs v^h^t'The ihpife Strikes Back is to Star Wars - a proper 
« * ■ ' \ 




{Top) Ha, ha, ha - a robot in a dressl Furkneeeee. 
(Above) That TIE pilot needs to blow his nose. 



sequel. Not to mention the fact that in this game it's the turn 
of the Rebel Alliance to get their arses kicked... 

'Wfysteries Of The Sith \s more than just an 'add-on' to Jedi 
Knight 7 tt is a completely new addition to a gaming series 
that we at PC Zone hope wHI run and run. So if you haven't 
played Jedi Knight yet, get it. Then get this. Otherwise you'EI 
almost certainly be missing out. 0 




REPUBLIC ESCORT SHIP 

A routine assignment for Mara 
Jade turns into what we reckon is 
the best single-player, ftrst- person 
shoot 'em up level of all time. The 
exit of a freshly rescued squadron 
of X- Wings is merely the tip of this 
iceberg- 1 ike level. Gravity gives in 
as a swarm of pirates swoop on 
the ship's cargo, A trip through the 
escort ship's lower engine level 
later and the Rebels are allowed to 
escape. For Mara Jade, though, the 
level continues... 



TAKARA'S STROKiGHOLD 

To please Ka' Pa The Hutt Mara is 
sent to track down a rare iedj 
artefact from an evil bandit called 
Takara. Upon arrival Mara is 
captured and slung behind bars. 
Here the Jedi Force Pull action 
comes in extremely handy, 
especially as Mara spends most 
of the level practkalty unarmed. 
Star Warsilends should look out 
for the rather spectacular Rancor 
monster which lurks midway 
through this leveL 



KAEROBAMI'S BASE 

Starting at the entrance of an 
elegant castle, Mara Jade soon 
finds herself trapped inside the 
twisted world of a vicious man. 
Frenzied 'guard dogs' protect the 
entrance to Kaerobani's hideout. 
Once inside, a maze of passages 
and corners lead to... a seemingly 
empty room. Here the wtiole level 
turns on its head as Mara is sucked 
into an immensely deep (and very 
scary) water pool filled with lethal 
sharp-toothed fish. .. 
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He waged war, 
changed the face of europe 
and got a pat on the back 
when he got home. 






The Great Battles of Julius Caesar, 
I Came, I saw, I conquered. 



interactive 
lMAGIC 




BATTLES 



H A N -N I n A I. 




WHlLTl'PlAVtlll 
CCHiAT iiJMt 

or r*rc CuiKf. 

Si^TTLES Or 



AVAILABLE MARCH FOR WINDOWS 95 CD-ROM. www.imagtcgames.co.uk 
The Gneat Battles of Caesar is based on Ihe awaitl' winning boafd game from GMT Games. TTie Great Battles of Caesar and the Great Batites Series arfe registered trademarks and interactive Magic is a registered 

trademark of Inlerajctrve Magic, inc. Winctows 95 la a registered iradennanc o( Microsoft Corporation. Ali rights reserved. 




Shadow Master 



Psygnosis aren't unknown for 
coupling gorgeous graphics with 
a great gameplay engine. But 
can the Liverpool publishers' 
latest release keep the ball 
rolling? Paul Rose shines a 

torch into the darkness. 

^^^^^ rS A DREAM WE ALL HAVE: ONE DAY WE'LL 
load up a game and be confronted with an 
^^^^^^V intro sequence that's so utterly original and 
^^H^^^ gobsmackingly fresh that 
everything that's gone 

before it pales into insignificance, 

Just imagine: the game begins, 

and instead of some ail-too 

familiar spacecraft crawling 

across your monitor pursued by 

tiny fighter craft, there's something 

entirely different altogether. 

Imagine that there's no James 

Earl J ones- esq ue voice-over. 

Imagine that there's something 

else in place of yet another expensfve- 

looking- but- probab ly- d o n e- i n-so m ebody 's- si ee p CGI 




**3Dfx'equipped types 
will have their eyeballs 
inverted by the special effects 



hurt a fly [unless of course that fly 
happened to be in control of an armada 
of starships stuffed to the airlocks with 
plasma cannons and various other assorted weapons 
of galactic mass destruction). 

With a set-up like that, there are only so many ways 
the gameplay in Shocfotv iWosfer could go. It could^ for 
instance, be a Wing Commander-type space shoot 'enri; 
up; it could be sonne sort of strategy game along the 



settuence. Imagine ail of this and you've imagined... the 
opposite of Shadow Maste/s intro. 

What's it all about. Alf-ie? 

Just for a change^ 3 marauding force of alien life forms is 
cutting a deadly swathe of destruction through the galaxy - 
and they're heading right for us. 'Us', in this instance, being a 
relatively peaceful colony world full of people who wouldn't 






Shadow Master might look pretty (but what doesn't nowadays?) and the levels may well be huge^ 
but unfortunately there's little that is either original or compeiling. 



Apparently, the fiiturl^ic landscapes 
in Shadow Mastmr were inspired by 
noted British fantasy illustrator 
Rodney Matthews- 

Though Rodney MatHiews is responsible for 
absolutely countless science-fiction and fantasy 
book covers - frequently featuring semi -naked 
individuals and woolly mammoths - Matthews 
is probably best known for his work on various 
classic rock album covers of the 1970s, 

Aiong with other artists such as Roger Dean 
and those at Hipgnosis, Rodney Matthews helped 
establish the prog rock (ook which defined the 
decade (As w^H as Rsygnosis' earty corporate 
look - Ed). Thin Lizzy, Yes, Rick Wakeman, Asia, 
Nazareth and The Scorpions are just some of 
the 'big name' atts to have collaborated with 
the painter. (There's little substance, though, 
in the rumour currently circulating that Rodney 
tiews will be designing the cover artwork 
tk Astiey's comeback project, a four-stded 
essive concept album on the life cycle of 
n hallow tree toad, entitled 
Wmdswept SouL] 



■o 
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9#c ^cHApASJisJlMfWl. 

Shadow Master i$ a gralyitously 
visual experience, wiih enough 
th^^lls to mitke ii worth a dabble 
for some paiient gamers, 
although the side's let down by 
a steep learnrng curve and overlv 
large levels. Neither is it the 
most original game of aU time. 
But, hey, at least it's not just 
another theap Quake done. 



Shadow Master 









Quake II 








Wins Commander: Prophecy 








X-Wing Vs TIE Fighter 








Independence Day 



S7<*^ ig. ^FfijcjtEA, 

Memory: 16Mb 
Processor: Pi 33 or faster 
(PI 66 recom mended] 
Graphics: 320x200 software 
to 800x600 accelerated 3D 
Sound: All major sound cards 
Controls: Keyboard, mouse, joystick 
Note; Afso supports modem and 
eight-player network play 




Pretty, but vacant. 




The in-game monsters give a 
massive yawn to indicate that 
they're just as bofed with 
Shadow Mazier as yciu are. 



O 



lines of hixtmpeiia', it could even be another Quake //. 
Shadow Master is closer to Qunke than Pax Impena, but it's 
no Quake clone. Yoj play the game from within a versatile 
cross between a tank and a beach buggy, which is dropped 
onto various planets where your task is to shut down the 
enemy's operations on that world and liberate the 
cyberneticallv enslaved populace, or complete a similar 
objective within a time limit. 

The development team are obviously trying to recreate 
the feel of an old-style arcade shoot 'em up, albeit within 
a 3Dp first-person perspective environment; Indeed, the 
swathes of enemies, the power-ups and the appearance of 
mid- and end-of-level bosses certainly evoke many of the 
conventions of the 1 980s arcade experience. However, the 
labyrinthine structure of the 16 vast levels, and a number 
of simple puzzles (though there's nothing more involving 
than activating the odd switch), do offer something more. 

More than this 

As with most F^ygnosis games. Shadow Master h a glorious, 
up-your-shirt and in-your-face graphics fest. Though it's 
obviously a fittle chunky on your average unaccelerated 
machine. 3Dfx-equipped types will have their eyeballs 
inverted by the special effects and multiple light-sourced 
explosions. The backdrops and overall design of the levels 
are quite unlike anything we've seen before, adopting a 
low-tech tribalism which gobs in the face of your usual 
clanky ^//CfJS-inftuenced blue-collar military look. 

Likewise, the enemtes in Shadow Master ai^ quite unlike 
anything we're used to finding in games such as these. They 
range from organ ic< subtly Manga-style cyborgs, to giant 



The team behind Shadow Master 
reckon they've successfully captured 
the fiavour of classic 19605 arcade 
shoot 'em ups. Whatr pray tell, are 
they prattling on about? We select 
four games from the era to hold up 
as shining examples of loveliness « 

ZAMXOIIt 

Hailed as the first 'proper BD game' Jn reality 
ZaMXon was no more revolytionary than any other 
stioot mm up of the era. However, it boasted high 
novelty value due to its (then) uiuque isometric 
viewpoint. Thts alone seemed enough to draw 
he swots away from their Rubik s Cubes. 



scuttling spiders and insects, to 
ridiculously big robot dragons and 
death-spitting tanks. As you'd expect, 
if it's capable of blowing you up, you 
can return the favour The gratuitous 
pyrotechnics and whiz- bang visuals are Shadow Master's 
strongest selling points. 

Big smells 

There are some unpleasant smells in Shadow Master's 
trousers, though. For starters, the levels, while commendably 
big, are possibly too big. Just when you think you've twatted 
the end-of-level boss, you then find that you've got to 
backtrack through the silent battlefield in order to find 
another path to continue the level. The control of your 
tank/buggy thing could also be more responsive - at times 
it feeis like it's sticking to the levei walls, velcro-style. 
hindering any attempt to flee a savage onslaught. This 
wouldn't be so bad if the challenge set by the game wasn't 
so high; it will test the patience of even the most gifted 
games player, with enemies seeming to materialise out of 
thm air and box you in before you've a chance to flee. On 
top of it all there's a sneaking feeling that the difficulty has 
been pumped up to disguise the fact that, ultimately, there's 
little here that you've haven't seen elsewhere. 

But gripes aside. Shadow Master's obligatory multi-player 
modes should keep you going for some time. You shouldn't 
expect Quoke-style deathmatch thrills, though. Likewise, the 
always surprising and unique visuals provide 
an incentive to keep plugging away even 
though you'll need 

the patience of Saint v ^1 
Umpapa (the patron saint 
of not giving up on really 
challenging games] to get 
through it all. O 
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5CRAJVIBL£ ^ 

It may look like any other horizontally scrollifig shoot 
'em up, but Scrambh was big and clever. Why? You 
could crash into the constantly undulating gfound. 
DEFENDER 

If Big Daddy had been a horizontally scrolling shoot 
'em up, he would have been Defender. With its fa^t- 
paced action and unrelenting enemy hordes, there 
isn't a human being alive who could claim to have 
finished the game without cheating. 
R-TVPE 

This gofgeous shooter, even these days^ still stani 
up as a beacon of what a well-designed, well- 
balanced game should be. I^o wonder Psygnosis 
used it as inspiration lor Shadow Master. 
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Prict^: £39.99 
Release dale: March 
Publipih^r: Psygnosis 
Telephone: 0151 2S2 3000 
Website: www.psygno5is.com 
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"4 secret struggle worthy of the "A pumping powerhouse 

X-files... a modern classic" of a game" 

0/10 Edge Game of the Month - Loaded 

"One giant leap "Game of Distinction" 

for computer games'' 93% pc camer 

91 % Ultimate PC 

[ PC CP-ROM 
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REVOLUTIONARY ACTION-STRATEGY GAME 

flfJJv.b^Jt^ Hi a rwjfctLrtsJ r^idtfTiarlt of ActMscf^ hc. 1 Actwson, luc- BattleOTne e> 3 tr(rt?nari< ^ A^JTS Ooqa^rajiTi 1 y&D, i Atari/JT^ Oapcratm Al reset ved Ucf^n&ed by fiaw^xn. 

Ail gCjigr 1/9d?Ti|ik£ ^ iTdii! r^TM^ bi^' pi^ 



Battlezone 




The last time Jamie 
Cunningham thought about 
tanks was first thing this 
morning. But the less said 
about that the better. 

^^^^^k AY BACK IN 1 980. ATARI INTROOUCED A 

fl revolutianary new arcade cabinet called 

^^^^^^^m Battlezone. It was the world's first 3D 
^^^^^^ video game - an inaugural wire-frame stroll 
into the realm of vsrtual reality. For two bob 
(Thafs Wp in reai money ~ Finance Ed), players 
could stick their head in a gunner's sighting box, 
drive a tank around a sleek vector landscape 
and destroy enemy units by firing sugar cubes 
at them. Seventeen years on, Activision 
acquired the rights to develop a title 
based around the cult coin -op. Be 
warned, though: it's not a set^uel. 
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Tlie plot 

Back in 1952^ a meteor stiower hit 
the Bering Strait. Oversl^adowecl by 
cor^flict in tlie Korean peninsular, the 
debris was secretly colkcted and 
analysed by American eggheads. After 
they'd finished waving flags, slapping each 
other on the back and making National Geographic 
documentaries about how wonderful they all were, it emerged 
that the debris contained a bio-metal of sentient manufacture. 
Importantly, the substance could be used in the development 
production and deployment of weapons to provide a distinct 
US advantage in the Cold War. 

In the summer of 1958, President Eisenhower creates NASA 
as the cuddly front end to the National Space Defence Force, 
an elite bunch of double-hard bastards tasked with searching 
the solar system for more bio-metal. However, the CIA learns 




that the Soviets have also collected and analysed the meteor 
debris, and that the Cosmo Colonist Army are planning a 
scavenging project of their own. So while everyone back on 
Earth watches the space race played out in monochrome on 
wood en -framed TV sets, the Veal' race involves lots of 
technicolour explosions, rocket-powered Skodas and desperate 
battles with laser- toting cosmonauts. On Mars. In 1959. Ahenn. 

So it's a B-movie for Win 95* Er... 

The plot may be twaddle and the legendary Battlezone name a 
mere publicity stunt, but don't let that put you off. Activision 
have managed to mate strategy with arcade and deliver the 
mutant son of CftC/?ec//l/erf and f-War. Which can't be bad. 



^^Strategy mates with 
arcade to deliver the mutant 
son ofC8t€: Red Alert and l-War/' 



At the outset you find yourself on the US moon base, 
strutting about in a spacesuit with your weapon bobbing up 
and down in the bottom third of the screen (tres Quake]. Leap 
into a vehicle, scoot off over the lunar scenery and you'll soon 
discover that your transport not only handles like a flymo but 
also sounds like one - and, unfortunately, this will be your 





o 

(Below) The US base on the moon is a bit dark and 
sinister. Sort of like Oprah Winfrey but smaller. 
(Left) Eat cruise missile, communist scumbag! 
(Top left) The game h packed with fun ZDix toys 
such as glints, mists and swirly things. 
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I (In circle) Soviet forces on the apacalyptic 
I Martian landscape, poiied to pidi an 
I tourists admiring the scenery. 

home fior the entire game. So settle down, 
crank up Good GoIiyMsss Molfy on the 
eight-track (this is supposed to be the 
'50s, remember?) and get used to it. 

The Red Alert bit 

While the objective is read out to you, take 
a gander at the radar in the lower left-hand 
corner of the screen and work out where you are 
in relation to everythmg else. Select the recycler and 
command it to build defensive turrets and scavengers. Deploy 
the turrets strategically around the base, and check that 
your scavengers have floated off in search of minerais for 
recycling into new units. 

The actual command process is smooth if a little siow: work 
through menus in your HUD, or point at the unit in question 
and pick from a list of orders. A single screen forms the 
interface between you and the rest of the game, and 
immediately there are two obvious criticisms. First dashing 
through menus and sub-menus while trying to remember what 
unit is where, dealing with an attack wave of bad guys and 
simultaneously calling for back-up is extremely difficult. 
Second, once orders have been sent, ifs not easy to see 
whether they've been obeyed - there's no birdVeye view of 
the whole map, which rather limits your grasp on the situation. 
On more than one occasion I deployed a turret next to a 
building, only to come back later and find a pile of rubble 
and the turret going round in demented circles on the 
other side of the camp. 

The l-War bit 

The landscape is always a pleasure to fly over, 
but unless you've got a 3Dfx card and a P200, 
beware of sl uggish responses. The g raphes and 
fogged horizon are in no uvea u Mogic Carpet 
style and, just fike the Bullfrog 
masterpiece, the atmosphere is spot 
on. The missions are diverse and 
often change tack halfway 
through, moving your team from 
moon to moon and helping to 
keep you involved in the game. 
Trouble is, there's no real suspense. 
Take combat as an example: if ground 
control doesn't warn you of an approaching enemy, 
the radar will - and after youVe waited for them to come 




A fresh blend of action and 
strategy with impressive visuals, 
and a veritable biinqijet for 
miilti-plaver Fan.s. Thai said, it's 
a fraction loo frantic, and larks a 
bit in the excitement department. 
If you're a fan of the brilliantly 
simple arcade classic, you'll be 
gapping for air by the time you 
reach the third mission, 

'New* Batlle/one 




into visual range, you shoot them down. Nothing looks 
particularly menacing, so there's none of the adrenalin or 
foreboding you get in other first- person shooters. Move the 
mouse to aim, right-click to cycle through weaponry, then left- 
click to fire. At times it can a li feel a little, weli, monotonous. 

And it sounded so nice 

That's not to say it won't keep you interested. While 1 often 
thought: "Here we go again," when the umpteenth pair of 
Soviet flankers arrived and started attacking my command 
tower, there's a certain je ne sais quoi that keeps you coming 
back for more. Maybe it's the feeling that you're missing 
something; maybe it's the hope that the interface will 
'click' and you'll be able to breeze your way through in 
a jiffy. It's hard to say. 

Gripes aside, Activlsion have gone to town on the 

multi-player side of things. Up to four 
players can participate in an Internet 
game on the ActivUnk server; eight 
players can thrash things out over a 
LAM; and head-to-head modem play 
is also an option. Networking is 
refined and includes proper 
alliances (with teams able 
to share both resources and 
intelligence), as weil as an 
editor which we are promised 
will enable you to design your 
own single-player, multi-player 
and deathmatch scenarios. 
In summary. 1 can only say that Acti vis ion's latest 
is a worthy successor, if not the true seguel most 
people will be expecting. However^ while it offers a ciever 
amalgamation of two different kmds of game, it lacks instant 
appeal and can at times be a tad tricky - two things the 
originai never suffered from. 0 




Mpfiiory: 16Mb 

Processor: Pi 66 recommended 

Graphics: SVGA 

Sound: All major sound cards 

Controls: Mouse, joystick, keyboard 




Stimulating, if not 
that thrilling. 




{Above left] The detail level of the terrains Isn't really up to much, hirt there's »o mych going on you don't seem to notice. 
(Above right) Along with the recycter, the factory unit builds the various units that take part in the game. 

Q — 
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Tekphone: 01 B95 456700 
Web site: www.activision.com 



Personal Compufar* ^ 
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The Golf Pro 





The game that^s set to 
revolutionise golf on the 
PC is finally here - and it 
only took about as long to 
make as Titanic: The Big 
Wet Movie, Patrick McCarthy 
finds out whether or not it 
was worth the wait, 

^^■^^^ OW LONG DOES U TAKE A BULL ELEPHAISTT 
By to reach maturity? Well, it would seem 

i^^^^^^m about the same time that ifs taken to make 
^^^^^^ The Golf Pro - we did a cover feature on 
it a year ard a half ago, remember? - so 
finding it finally dropping onto our desks was as 
shocking as discovering a male friend of Michael 
Jackson's with pubic hair. Its most famous feature, 
of course, is the revolutionary swing control system 
that those in the know call Moving-The-'Mouse- 
AbDut-From-Side-To-Side (Mou^e Drive'*', acttjofly 
- Ed.) So let's get that out of the way first. 

Touchy feely 

The control method is entirely mouse-based You hold 
the button down and move the mouse one way for t lie 
bacl( swing, then move it the other way to play the shot, 
releasing the button as you do so. You quickly get used to 
it, and Et isn't long before you're playing anything from a 
slight fade on a dog-leg to an outrageous hook around a 




"The in-game screens look good 
and the playing area is welhlaid 
out. It's a labour of love/* 



dozy pensioner wandering acmss the 
course looking for his teeth. Tfie fact that 
you have to do everything by feel, rather 
than by just clicking a percentage of a 
power bar, means that you II have to put 
in much more practice before you become 
proficient at T>?e Go/fflrothan you would 
with any other golf game. It also means it 
can potentially be frustrating - so quick-fix 
merchants beware. It all seems simple enough 
at long distances - driving and hitting long 
irons ~ but when you have to do those little 
chips from just off the green it can drive 
you right round the bend. And putting... 
Please, please don't talk to me about 
putting. I hit a three-iron to four feet 
and four-putted, 'Which is why... 



There are three difficulty levels (Beginner, Amateur 
and Professional) - which give the game longevity, 
because you can't start as a professional; you have 
to get a handicap and lower it by recording rounds 
- if you improve enough, yoy'll be abte to play at 
Professional difficulty, and if you keep doing wed 
you'll actually become a professional. Then you'll 
be able to hit the ball further, charge people to 
laugh at their swings, and get hideous sweaters 
to blind your opponents with on the cheap. 




o 



(BeJow left) I hit one closer than 
that from miles further away. Yes 
I did. Yes I did... Come on, then! 
(Right) Look at the texture of that 
grass in the foreground. It's eerie, 
that's wh^t it is. 
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'§^ ^, fM jfi ^ 

A great golf game, with exceUcnt 
sttentiorv to detail and fin^ ball 
dynamics. And a weird control 
system that's well worth taking 
the time to master. Those bored 
with PGA might like to give it 
a go, but anyone who dislikes 
the vagaries of Links' power bar 
probably won't like it. It doesn't 
score the same as the other 
Big Two because of the aiming 
facility for putting. A minor flaw 
in an otherwise fab game. 



The Golf Pfo 



PGA Tour 97 



Links 



David Leadbetter\ Golf 




Lady, you gotta practise 

If VOLi want to have the remotest chance 
of doing the touchy-feety things well, 
you'll have to go to the specially provided 
practice hole and hit balls- You can da 
everything you've ever wanted to - drfve, 
chip, puttf whacJc the ball out of sand, and 
so on - and there are a number of well-put 
together tutorials with Gary Player talking you 
through all the things you need to practise and giving 
you lessons. It's coo=L 

In fact, the whole thing is well put-together, from the 
presentation screens and introductory lessons, to the two 
different ways to calibrate your mouse, and the way you're 
eased into the whole game right from the start by Player 
chatting to you about golf and this game. All the in-game 
screens look good and the playing area is simple and well 
laid-out - real 'less is more' stuff. It's a labour of love, 
(Which is probably why it took so long to finish.] 

Your eyes... that: moontight... why 
you*re... beautiful 

The course graphics are outstanding - but they're pre^rendered, 
so you see shots frorti aerial views and 'video' inserts rather 
than from where the ball lands, as in Links snd PGA It also 
means you can be aiming the bail without the view being 
behind the player, which is fine for long shots (you can aim 
by using the hoie's plan view) but somewhat unhelpful when 
you're pJaying short chips or long putts. You can click to view 
the green from a different angle^ but it's not the same as being 
directly behind the putt 

But all other aspects of the game are very good indeed. 
There are options for serial link play - at a later date there'll be 
a patch to enable modem piay [you can also record a round and 
e-mail it or send it on floppy for someone else to pfay against). 




''Sflflf The two courses rn the game, St 
Mellion in Cornwall [described by 
;W Jack Nickiaus as "the finest gaileried 

* course in the world" - but then he did 

design it), and Player's own Hilton Head 
National course in South Carolina are both 
challenging. Tlie commentary is slick and varied, 
although the commentator sounds Ifke an avuncular 
American doctor. When he says; Tfi a t's heading toward the 
rough..." he sounds mildly concerned. And when he adds a 
kindly but infinitely regretful. "Yes... it's gone in,,," it's like he's 
just told you your first-born child's life support machine has 
had to be unplugged. (Then, when you hit a cracking chip and 
he says: "l-l-l like it..." you start to wonder whether he's up to 
something in the commentary booth.) Good stuff. 0 




Miss a putt liy mW^i, and everyone's supportive. Tfiere'^ 
even a self-help group with a special phone number. 

o 



You play shots in The Golf Pro by 
holding the mouse button down 
and moving the mouse from side 
to side. Erther directioir can count 
as the back swing, and either 
mouse button can be used. Move 
the mouse squarely and you hit 
the bail straight; angle the mouse 
to the left (if you're right-handed, 
that is) and you hit a draw; angle 
it to the right and you hit a fade. 
Loft and back swing is controlled 
Jiy releasing the mouse button: before the impact 
, line, you hit down on the ball more; afterwards. 




you drill the ball low. All 
this means that The Golf Pro 
is probably the only PC golf 
game that's going to generate 
as many artificial swing aids as 
the real thing. It can't be long 
before someone brings out a 
grooved contraption to run 
your mouse along; or there'll 
be special non-slip gloves with 
specially strengthened index 
fingers (and, of course, built-in 



wrist stabilisers to do away with the mouse-groove 
machine). We just can't vyait. 



ve M 
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Memory: 16Mb 

Processor: P90 [Pi 33 recommended) 
Graphics: SVGA 



Sound: SoundBlaster and 
compatibles 
Controls: Mouse 




An excellent game, but 
you'll have to practise. 
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Price: £39.99 



Release dale: Out now 
Publisher; Empire Interactive 



Telephone: 01 ai 343 7337 
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Air Warrior III 



Paul Presley takes to 
the virtual skies without 
a hanky in search 
of bogies. 

^R^^^ -LL CONFESS: I ALMOST DISMISSED THIS 
^^^^^^1 little oddity within my first five minutes 
^^^^^^^^ of play. The graphics were crude 
^^^^^^ by today's standards, the 
interface redefined the 

word 'clumsy', and it comes from a 

company that hasn't been having the 

greatest time latefy. And had I gone 

with nny initial gut feeling. I may 

very well have missed out on one 

of the most truly great gaming 

experiences I've ever had the 

pleasure to encounter. 

What you need to know 
about playing AWIII 

Primarily a WWII sim (althougti you can stray into 
the First World War and the Korean conflict if you desire), 
AWUt has been designed to cope with hundreds of players 
at once, all fighting three different countries. There is a 
phalanx of single-player missions included with the game 
that, although playable, never reach the heights of 
excellence other, dedicated single-player games do. 

There's also a very clumsy interface to negotiate; or at 
least that's how it appears at first. After a few hours' play, 
you start to realise that what Interactive Magic have done 
is to go for something functional rather than attractive. It 
revolves around typing in commands at a Qi/o^e-style 
console, and I honestly can't see why they couldn't stmply 
have gone wfth the traditional keystroke command system 
used by, ooh... everyone else. 

However, when you do stray on-line, AV\ilil It beyond 
superb - up-close and personal dogfighting, with humans 
all around you, some alHes, some enemies. There's no other 
game like it. The radio communication system is superb, and 
crewing mufti-seat bombers, with different players manning 
the different gun positions and communicating vocatty via 
microphones, is so intense an experience that words can't 
describe it. Everything about the multi-player game works 
so superbly well that it's a real shame I'm going to have to 
put a downer on things. 




(Above) The autopilot vyas a finicky 
creature that required wining and 
dining first. (Left) The various squad 

rooms l^t players meet, form plans 

and say "Hey mS'' a lot. 



What you need to know to 
p/aK AWIII 

All of the above comes at a price though. Several prices, in 
fact. Fi rst there's your sleep pattern. At the time of writing, 
I can't speak for how well the UK LineOne server works as it 
isn't yet running. I've had to play on an American server, 
and consequently have had to wait till the midnight hours 
before it really starts to liven up. Hopefully LineOne will 
prove just as popular with UK and European gamers, but 
that's up to you. 

Secondly, this is a subscription game service. I was 
fortunate enough to be connected to a beta test site which 
was free of charge (in exchange for the occasional bugs, 
patch upgrades and other pre-release tweaking). But had I 
been forced to pay a regular fee for the game. I may not 
have been quite so enthusiastic about things. Personalty, I 
feel that Internet games should be free - when you've 
already paid upwards of 30 quid for the game, you shouldn't 
be expected to pay more each time you turn it on. 

The single-pJayer game isn't quite good enough to 
warrant a Classic rating, and the fee-based multi-player 
set-up rankles the anti-establishment anarchist inside me 
just enough to stop me from giving it a higher score than 
the one I have. Which is a shame, because Ak Warrior HI is 
one of the best multi-player games I've ever played. And 
that includes Quake 11. Q 




Dedicated on-lioe flight ^im^ are 
a rare breed, Raptor is the 
other notable in this §^nr€r, and 
i^i obviously a very differf nl 
game - much more arcade-iike 
and lightweight. World War II 
flight sims seem to bt* fven 
thinner on the f^round, tht^ only 
ones springing to mind being old 
Micro Pro sc efforts. 

Atr Warrior (II 



f-22 Raptor 



1942 Patific Air War 



Memory: 16Mb 
Processor : Pentium 
Graphics: SVGA 
Sound! All major sound cards 
Controls: Joystick, flightstick, 
mouse, keyboard 








Add about ten points or so 
and a Classic award if you 
play it on-line. 




Pric:e: £33.99 (comes with one 
month's free play on UneOne) 
Release date: Out now 
Publishf^r: Interactive Magic 
Telephone: 01 409399 
Website: www.imagicgames.co. uk 



(Above left) Briefings are traditionally held by the man with the silliest moustache. (Above right) tike lambs to the slaughter. 
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Start pfaying onfine! 



'The best online gaming service available 
in the United Kingdom" 
PC Format 




Thrust World... .tearing up the net 
for all it's worth" 
NetGamer 





I I ^^1^^^^ g^niing environment" ^s.. 

J3^H PC Gaming World wf \ 

Join the action @ 

http://www.thrustworld.co.uk 

Caff now free on; 0800 980 54 54 

Thrust World costs only £1 7.99* per month. The price iticludes: Full access fo ihe Internet, Full membership of Thrust World and all its services, 2 E-mail boxes, 
Acceis to 28,000+ newsgroups, 8 :1 modem rolio, Incredibly eosy setup^ 24 hour lechniral support, Lo^l rote coll across the UKr Cuslomlsed Software and 5MB of wehspoce. 

* Price indudes VAT, a one off £12 connect ion fee ii due with you'rt ffrsf pnymflnt. 

Thrust World Limited, 5 Denmark Street, London WC2H 8LP UK 
Email: sales@tlirustworld*cii.iik 



When it comes down to 
complicated, technically- 
minded flight Sims, we give 
them to one of our resident 
eitperts; arcade stuff goes 
to the nearest moron: take it 
away Patrick McCarthy. 

^^^^^ DOUBT WHETHER ANY OF YOU EVER 
^L^F^^H watched the recent TV series Jeremy 
^^^^^^^^m Cfarkson's Ptnis Substttutts Around The 
^^^^^^^ World (or whatever it was called], in which 
the nation's favourite lanky dickhead travelled 
around the world gasping and getting n^oist at the tip 
over anything with a big engine in it. I only saw one 
episode. I have a very good excuse - I was eating n^y 
dinner, and it was either that or three fly-on-the-wall 
documentaries: a holiday one, in which fat burnt Es&cx 
birds wobbled about in tanga briefs, constantly drinking, 
vomiting and eating, like some giant pink versions of 
bluebottles [onty less appealing]; a vet one, in which 
trainee vets bit the testicles off sheep and spat them tnto 
a beer glass during castration season: and a hospital one 
in which doctors armed with an endoscope attempted to 
make it onto the front page of Rectums Today. None of 
them made particularly desirable viewing or created a 
pleasant eating environment, so I had little choice other 
than to watch the lanky dickhead. [As everyone knows, 
it's impossible to eat without the TV on.] 



Anyway, in the particular episode I watched, some lunatic 
rich Americans put extremely powerful engines into WoHd 
War II Ughter. planes and raced around a course in the desert 
marked out by telegraph poles. Everyone was very impressed, 
and Jeremy had a go and shrieked a bit. He may even have 
got slightly turgid, (But probably not - Ed.) Plane Crazy is a 
racing game based on this sort of behaviour (the racmg^ not 
the getting turgid; you'll have to go elsewhere for that). 



(Above left) Pizza delivery boys 
are taking desperate steps to 
make the haif-hour deadline... 
(Above} Endoscope action ahoy. 

o 



'7 thought Plane Crazy would be one 
o f those frantic arcade racing games 
- like Pod for propeller heads. " 



Planes, trains and mobiles 

You get three planes to choose from [all of which look 
distinctly WWII-ish): there's a fat American Brewster Buffalo- 
looking one, a Spitfirey-looking one and a Messerschmidty- 
iooking one. But you can paint them up in a nymber of 
disgusting colour combinations so that they look a bit more 
sporty and lifest^ley. There are five courses to race around, 
and there are network and Internet multi-play options 
if you have lots of e-chums. There are also a 
number of power-ups - whtcb do all the 
usual stuff like slowing rivals down or 
speeding you up or whatever - which 
hang from poles dotted about the 
course like children's mobiles. 
Only they're rather more 
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It looks good and works in places, 
but yoti expect foot-to-the-floor 
speed and evcltement from an 
arcade racer. The other games 
Nsted aren't really the same type 
(ie this one's got planes), but 
P(j(f s the nearest in feel - and 
they all pruvidp a bit more speed. 



Plane Crazy 



Tormula 1 97 



Screamer Rally 



Pod 



WipEout 2097 



V J 



Memory: 16Mb f32Mb ree d) 
Processor: P166 [P200 ree d) 
Graphics; SVGA (Direct3D- 
compatible card recommended) 
Sound: All rmajor sound cards 
Controls: Keyboard, joystick 




Very hard, with no real 
sense of speed. 



PriLG: £39.39 
Release date: April 
Publisher: Europress 
Telephone: 01625 859444 
Website: www.europressxo.uk 




U5?ful< obviously. You liavf to fly very low to pick them up 
- ir fact, staying low is part of the point of the game, and 
you're cor>stantly reminded by the commentator that the 
lower you fly< the faster you'll go. 

Airheads 

Anyway, given the subject matter, I thought it was going 
to be one of those frantic arcade racing games that moves 
so fast you have to wear plastic trousers with rubber bands 
around the ankles if you want to avoid soiling the low-level 
furniture - sort of like Fbf^ for propeller heads. You'd like to 
think so. It looked like St might be quite a laugh. And to a 
certain extent it is. To start with, it looks great: each course 
has been lovingly crafted - there are trains running along 
tracks through the desert, monorails running through a 
night-time cityscape that [ooks like something out of fifode 
Runner, a shopping mall to fly through, and spectacular 
scenery aN around. And flying is fun. 

Racing spoiters 

Unfortunately there are a couple of things that spoil it. 
Firstly the planes don't really feel iike plarres ^ or, rather, 
they do in the fast open bits, but when you bump into the 
background [which you will do) the plane behaves more like 
you're hanging from a wire than flying. Obviously you're not 
going to get simulation-styie flight models for an arcade 
game, but some semblance of reality would be nice. 

There's a very good reason why there isn't too realistic a 
flight mod el r and that's the fact that most of the courses are 
so tortuous and convoluted you'd think twice about potholsng 
in them, never mind flying a plane down them. There are 
canyons with rock formations blocking your way; back streets 
in Docklands with Uoyds Building-style duct piping everywhere; 
narrow, twisting tunnels with tiny entrances and routes so 



tight it's like something from the endoscope programme 
mentioned earlier - at times, you have to go so slowly to 
negotiate a path that you're hardly racing at all. And some 
of the courses have so many alternative routes that you start 
wondering whether you'll ever find a way out They make the 
later courses in WipEoutlook like a jaunt up the Ml, All of 
this means it's very difficult - the manual even boasts about 
the degree of difficulty - even after you get used to the way 
the planes handle. And rather heavy going. 

SKame 

It's a shame because I really like some aspects of it, and 
there's a definite one -mo re -go factor. It's fun to race through 
streets and under monorails - in a way this is tike a racing 
version of the ancient flying-and-fllming game. Stunt Island 
- and if youVe prepared for a long struggle you might get 
something out of it 

But the one thing any arcade racing game rteeds is an 
adrenalin rush, a sense of speed. The likes of Screamer Ralty. 
Pod and F197 all have this. It's why people play them, One of 
my favourite driving game experiences is stiJI the Wauchope 
stage from the licensed version of RAC Rally - a iGOmph 
downhill thrash that's hard to beat for a sense of on-the- 
edge speed. You hardly ever get a feeling of speed in Plane 
Crazy, since half the time you have to hold back just to 
dodge the next inconveniently placed obstacle. Even the 
fact that you can't save a Championship adds to the 
frustration - one toss and you have to start again. All in 
all. P/o^e Crazy is accomplished and it looks good, but it 
could have been a lot nnore fun. 0 




(Top left) Trevor's cataracts meant everything looked blue above 200 feel. (Bottom left) Cross-wirids hurl you sideways at 
inconvenient moments. (Above) The battle for parking places in the town centre continues apace. 
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BENETTON RENAUL 



Some mags give games to 
people who know most about 
the subject at hand; we chose 
to give this one to the person 
with the appropriate clothes. 
And Patrick McCarthy has 
an anorak. 




HIS IS THE NEW VERSION OF 
la^t year's best-selling arcade 
Formula 1 game. The informed 
among you will already be aware 
that the '97' tag means you get what's 
now last season's teams. (They got it out in time for 
the PSX, but PC owners aren't so lucky.] And basically, it's 
had a huge overhaul and been given a new hi-res mode. 

Firstly, all bst year's track, team and car changes have 
been added - there's Melbourne, the Al Ring and Jerez; track 
safety modifications ha^e been incorporated (Monaco's 
different around the harbour); and cars wear last season's 
advertising colours: MacLarens wear the Nazi -throwback 
Silver Arrows look, and Williams are in white and blue. 



Different modes for different... 
er, spode§ 

The two racing modes. Grand Prix and Arcade, are now 
radically different, In Arcade mode you can cut 
corners outrageously, tail-slide Itke a hovercraft, 
and get rewarded with additional tracks and 
other goodies. Grand Prix mode now has five 
levels of difficulty and more simulation 
elements, with more complex car set-ups - 
although it's still basically an arcade game. 
(You can also have random mechanical failures, 
which you'll switch off forever the first time you 
come into the stadium at Hockenheim, leading on the 
last lap, and your car dies.) 

As well as the Murray Walker random commentary effect, 
you now get pit crew messages in your earphones. The one I 



"In this version you can run your 
computer opponents off the road - 
or 'do a Michael\ as it*s known/* 



The one drawback wrth the sexy new lii-res 
graphics (which was also true of the previous 
version) b that you either need a 3D accelerator 
card to run it, Qf a 4Mb graphics card, tf you don't 

II V€ either yet it's quite an extra outlay. Obviously 
e upgrade would serve you well m the future 
id won't just be for ft 97. But if you're really 
isperate to play the game and can't be arsed to 
igrade, buy a set of firemen's cutters and hack 
fc wings and roof from your car then drive 
everywhere really fd?t standing up 




As before, there are numerous 
different views on offer, including 
a new cockpit view (above right). 

o 



heard most was "Are you alright?" as Ralph Schumacher 
ploughed into my head from behind yet again. This is because 
all the drivers now have different personalities (so stay well 
clear of both Schumachers). Where the first version had 
computer opponerfts who you couldn't budge from the racing 
line even by a tactical nuclear strike, this one has them 
crashing and making .mistakes. And yes, you can finally run 
them off the road - or do a Michael', as it's known. As well 
as the Murray stuff, Martin Brundle interjects with what 
sounds like excerpts from his book, A Downb^ut Technical 
Guide To Motor Racing, and manages to sound marginally less 
interesting than Migel Mansell delivering a lecture on the 
spread of lung disease in 19th century mining communities. 

Graphically speaking^ the extra resolution means "hetto 
nice effects' when you hit some grass or take a shortcut 
through the sand^ but bye-bye replays, and no chance of a 
rear-view mirror. And they've finally included a cockpit view, 
in Grand Prix mode. It's good ~ you can even have a tear-off 
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(Top teft) If you manage to win the championship in any mode, you get to do it all again in cars from the (wetl that's 
what they're telling us). (Bottom Jeft) In the pits you can watch other cars whizz past in the background while your 
mechanics cock things up and burst into flames. (Above right) In Arcade mode, anything goes - even playing wheelbarrows. 

o 

visor effect And it's better-detailed than the PSX version, in 
whicii the arms-and-wheel arrangement looked like someone 
had nailed two scan/es to a Cumberland sausage. 



Moans 

Once agairi, Psygnosis have proved that few minds are as 
illogical as those of programmers^ by having a menu system 
that's even more convoluted than last year's. And 
considering you now have to change downforce set-ups, 
tyres and just about everything else according to each 
course and the weather conditionSp it's stupid that [a) you 
can't do so within the same practice or qualifying session 
(you have to exit and move on to the next session], and [b] 
no one tells you what the weather's like before you start a 
session (you can start a race on slicks arrd find it's pissing 
with rain - perhaps you should get windows fitted in the 



garage). Plus there's the occasional background pop-up at 
busier courses on less than ninja machines. 

But these are minor faults in an otherwise good game. 
It's cornered the market in providing F1 racing for those 
who can't be arsed to learn the ins and outs of a full-on 
simulation like Ubi Soft's mind-biowingly difficult offering, 
Fl Racing Simulation, while still letting you make it difficult 
enough to pretend you're a natural racing driver with cat- 
tike reflexes. Plus, this year, you get a LAN multi-player 
option. At the time of writing it was four-player, but they 
were aiming to make it eight, and may even release a patch 
for 22-player, which would be amazing if they managed it 
(but don't come running to us if that doesn't happen). Oh, 
and if you win the Championship in GP mode, you get to 
race about in a bit of Jim Clark-style '50s action - only 
ideally without the death bit. 0 
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\n the history of human accompltshment, thet& can 
be few who hduc risen to the top of a profession 
based solely ojt the ability to verbally cofmnunicate, 
despite lacking the most bask elements of such a 
skill. Murray Walker is one such man. Despite the 
fact that he's a laughing stock, famous for cocking 
up everythmg and making simple situations seem 
supremely complex, (TV gave htm a hyg^ contract 
vhen they took over Fl purely beqausq he wfts '^tfie 
voice of Formula V" it i b\^.:im, it re^iJy * 



Anyway, ioads of his more famous verbal clangers get 
put into the game, and this year they've added even 
more of them {you probably noticed their TV 
advertising makes use of them). Here's the pick of 
the new ones: 

• "With the race half-gone, there is still only half the 
■race to go..." 

"Fan-tas-tic! The first five places are filled by five 
different tarsi Terrrfic!" 

• "He's obviously gone in for a wheel change I say 
'obviously' because I can't see it..." 

• "And now do my eyes deceive me, or is that car 
sounding rough?" 

• "This is a very interesting and exciting circuit 
because it has inclines - and not just up, but do\j3 
as well..." 

• "As He pulls into the pits, I'm going to stop my 
slariwstchi,/' 

• "And now they're griir^g into the penultimate 1 
lap but one ' 

And s<i on arid so oi>. At least our licence f^ isn'jfe 
P jvsng the wm any more, 
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SuperMatch Soccer 



As a Chester City supporter, 
Steve Hill has seen some 
bad games of foothalL tie 
has also seen some bad 
football games. 

®TEP BACK IN TIME... KAJAGOOGOO TOP THE 
chart, and Jon R it man's Match Day rocks the 
Spectrum, spawning an equally successful 
sequd. Ten years on and Ritman's Cranberry 
Source attempt to repeat history by reuniting 
with Ocean for a belated third instalment, entitled, 
naturally enough, Match Day J. Following a mixed response 
from the UK press, Ocean renege and Acclaim step in to 
pick up the pieces. Then, in a sick twist. Match Of The Day 
step in and complain that the name of the game is too 
similar to that of their TV program. Hence the hastily 
modified SuperMatch Soccer; although Bhnkety Blank!i 
lawyers are understood to be looking in to the matter 

Of course, we first saw Match Do 3 many months ago, and 
it looked far from posh then. Now, in the wake of /^ctuo Soccer 
2 and FIFA: Road To World Cup 38. it looks positively scruffy, like 
a filthy gypsy in a rich man's world. Visually it's defir^itely the 
poor relation of the current batch of football titles, the sparse 
graphics betraying the game's origins and cocking a snook at 
recent technological advances. The players in SuperMatch 
Soccer are made up of Cranberry Source's so-called polar 
sprouts, of which much has been made. To this day, nobody in 
their right mind knows or cares what a polar sprout is, and we 
never ever want to hear them mentioned again. 

In reality, the players are actually more cabbages than 
sprouts, proving to be fat, lazy bastards. The sprint button gives 
them a brief surge of pace, after which they are left retching 
and wheezing before being able to regain any kind of speed - 
much like Teddy Sheringham, in fact Furthermore, rather than 
the stick motion -capture that we have become accustomed to, 
they adhere to some kind of improvised Lambeth Walk, running 
as if they've fouled themselves. At least you can see where they 
are though, the pulled back view of the pitch offering a variet/ 
of players to pass to. 



SupmrMateh Soccer features some rudimentary international 
competitions, thougli their rankings don't quite match those of FIFA 
- Denmark's inexplicably high placing coincides with a programmer 
called Jorge n Lundman. 




"In reality, the players are actually 
more like cabbages than sprouts, 
proving to be fat, lazy bastards. " 




1, Brazil 


11. Narway 


2. Spain 


14. Japan 


3. Denmark 


15. S. Africa 


4, Germany 


16. Scotland 


5. Netherlands 


17. Sweden 


6, ftusiia 


18. USA 


7. England 


19. Portugal 


e. Italy 


20. Australia 


9, France 


21. Belgium 


1D. Columbia 


22. Rep. Ireland 


11. Argentina 


23. N. Ireland 


12. Ciech Rep 


24. Wales 



Beyond the iiltraworld 

Except there's no pass button. Or shoot button, for that matter. 
Instead the leather orb is transported via three kick buttons, 
each delivering a different height of punt, with the amount of 
purchase dependent on the duration of the button-press. This Es 
where Cranberry think they're great, bucking the trend against 
the numerous automated 'pass and shoot' games where the 
computer takes over and effectively alleviates much of the skill 
factor from the games player 

Without wishing to pontificate too deeply over what is after 
alia piece of entertainment, this does raise the question of who 
you are when you play a football game. Obviously, in a Doom 
game you're the man with the guns, But in football - or any 
comparable team sport - are you the manager, the coach^ God, 
or some kind of King of Space? Or are you representative of the 
team as a whole, your soul passing to the players down the 
wire of your joypad? Should you expect your players to show 
some degree of innate competence, or should you be 
responsible for their every move? 

Cranberry clearly believe the latter, as even bringing the ball 
under control requires timing and skilL SuperMafch Soccer is 
certainly no pick-up-and-pfay affair, and has an appreciable 
learning curve. At first it appears to be blind football, with only 
a bell in the ball required to complete the macabre image. But 
with practice, pmgress can eventually be made to the point 
where it resembles a third-division simulator Viewers of ITVs 
Nationwide Goals Extra will be familiar with the form: sluggish 
players, misplaced passes, glaring misses, pin bail -style 
goalmouth scrambles, horrendous goalkeeping errors, and goals 
scored with every part of the anatomy. 



94 



ZOKEfi! April J9B8 



(Abav« left) The penalty £y&tem '\& average, and you won't see nvany spectacular goals. More scrambled efforts (right). 

o ^ 



Score a goal 

Contrary to the beliefs of know-nothing armchafr buffoons, 
lower-division football isn't always the tedious, soul-destroying 
journey to the outer recesses of human misery that it's made 
out to be. It can actually sometimes be quite exciting. And the 
same is true of SuperMotch Soccer. After all, a goal \s a goat, 
and it's not how, but how many that's important. Dramatic 
diving headers and arcmg volleys from outside the area are 
pretty thin on the ground, but the game isn't short of 
goalmoutfi action by any means^ with numerous near-misses 
drawing the requisite 'oohs' and 'aahs' from the participartts. 

To get the best from the game, you have to learn how to 
play it, rather than simply treatfng it as just another football 
game. Instead of relying on always playing baJIs to other 
players' feet, it's often better to play the ball into space and 
have players run on to it. 

Of course, the various buttons utilised in playing the game 
require a degree of manual dexterity and no smalt physical 
effort, and blistered fingers are an occupational hazard. But 
with a couple of days' practice under your belt you should be 
able to beat a newcomer without faiL And that's the point: to 
be good, you have to get good. 

Sup^fMatch Soccer Is by no means the finished article, and 
only a liar and a cheat wouJd claim otherwise. The sound is 
perfunctory at best, with no commentary, and the crowd noise 
is akin to holding a shell to your ear. The game clearly resides in 
the Ho Frills section of the gaming supermarket, but there is 
definitely something about it. Playability, anyone? 0 



in fcMitball games, accuracy is 
everything. Unfortunately Acclaim 
have bottled it, and all the player 
names in SuperMaich Soccet are 
clearly made up- It ts possible to edit 
them, although if you're going to be 
that anal about it you might as well 
store your fckotitall programmes in a 
laminated folder. 
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(Above} Ludicrous celebrations are par for the course. (Left) England practising the time-lion oured aeroplane move, 
SuperMatch Socfer features a number of made-up stadia, of which thi$ h one. 

^ ^ 








iPanzer '44 puts you in command of the greatest tanks ever - the 
steel behemoths that dominated the climatic ground battles of 
World War II. Assume the role as aggressor or defender as you 
experience first hand what is was like to rumble along in the 
American M4A3'76HV 'Sherman', German PzKw V G 'Panther' 
and the T-34/85 from Russia. History is yours to relive - or rewrite! 

« Fight on the Western or Eastern fronts in over 80 unique 
areas witli randomly generated battles for a wide variety 
of fighting scenarios. 

• Battlefield support with artillery, fighter-bombers and 
rockets from all sides! 

■ Command a single tank, a tank platoon or take control of 
an entire force including air support, artillery, infantry and 



Multiplayer options via modem, LAN or Internet. 

3D accelerated to display '^^J^-XWZ\^'' 
3D graphics. ^ 



AVAILABLE IN MARCH 
wwwJmagtcgames.co.uk 

iPANZEFI44 is a registered i;raderriark 

ot Interactive Magic © 1998 All rights reserved. 
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Red Line Racer 



Steve Hill buffs up his 
helmet and straddles a 
throbbing beast (reviews a 
motorbike game). 

0N THE DAYS WHEhJ DICKIE DAVIES' 
grey hair was confined to a streak, 
motorcycle racing was one of the 
mainstays of ITV's Worfd Of Sport, along 
with speedway and, of course, wrestling^ 
grapple fans* Rainy Saturday afternoons were 
vaguely bearable, the magnetic Barry Sheene 
was a household name, and America's 
bizarrely monickered Randy Ma mo I a 
always guaranteed a smirk. 

Great dsy^ indeed. And Ubl Soft are 
now set to relive them with the 
release of Red Line Racer. Of course 
they're not That wouid be 
ndiculous. But it is a motorcycle 
racing game. Taking the 
hdm (Hondkbors? It's a 
bike, not a boot -Ed) of a 
superbike of your choice, 
you are placed at the back of 
a field of 20 and given three 
laps in which to plough your 
way to the front, weaving in and 
out of the traffic with some style. 
The tracks are themed around such 
disparate environments as Alpine, English country lane, 
beach, and desert canyon, with further courses becoming 
available in a performance-related manner. There's no actual 
championship mode as such though, whJcJi is becoming 
something of a worrying trend in racing games. Not 
worrying in the sense of impending doom or imminent 
bloody conflict obviously, but it's all relative. 

Token tokenism 

Graphically, tor the 30 cardholders among you it all looks 
very nice. In fact it looks like pretty much every other 3DfK 
game, but that's another story. A token helicopter looms 
into view every so often, and the token lens flare is thrown 
about liberally, giving it an fos}//?/der feel, albeit 
accompanied by shit generic game' music of the 
worst kind. In the third-person view, the rider's 
arse shifts around in his seat in a fairly 
convincing fashion, and the bike leans over 
until leather-clad knee scrapes hot tar. This 





Snow news is good news. {Sorry.} I 

o ■ ' 

is all the more frightening in first-person, where the 
horizon lurches about violently with the negotiation 
of every bend. Furthermore, the inclusion of a 
turbo button enables you to pull some 
impressive wheelies, thus impressing any 
watching girls. 
Further hilarity comes in the form of 
secret bikes', including a dinosaur, the 
Criterion dog logo and the craft out 
of Sub Cukure. Best of all though 
h a Q wodrop^ en io- style scooter, 
enabling you to give it your 
best Phil Daniels impression. 
Unfortunately, pleasuring 
Leslie Ash in an alley isn't 
part of the deal 

Raggy dolls 

One of the more impressive aspects of the game - and 
the one causing most merriment in the office - is the 
spectacular crash sequences. Get it wrong and your rider 
is tossed into the air like a rag doll, screaming in pain and 
flailing pathetically as his fragile body is shattered by the 
immediate scenery. In reaJ life - whatever that is - if he 
was lucky enough to survive, the ne?ct few months would be 
a tong, tortuous road to recovery, eating through a straw 
and becoming a burden to his friends and family. However, 
Red Lint Racer is not a documentary, and your plucky rider 
is soon back on his trusty steed, happy and ready to ride 
again. Which is nice. © 

o 

(In circle} Qh my God! Oh Jesus CNrlst! 
Oh nol Give it too much wellie and the 
rider will break every bone in his body 
(but be roaring off again in seconds). 




9#C 7^r» fmAf*^ rf* ^Tvw* 

Motorbike games are nowhere 
near as popular as car-based 
affairs* either bef duse they're 
harder to make or just a bit too 
limited* Cither way> it u'Ould have 
received a fnu<h better score if 
it was priced more keenlv, like 
the Screamer games and the 
excellent Llttim@le Race Pro, 

Red Line Racer 



Road Rash 



Mo to Racer 



Manx TT I 



Memory: 32Mb 
Processor; Pi 33 

Graphics: 3D accelerator card only 
Sound: All major sound cards 
Controls: Keyboard Joystick^ mouse 




iu 



Price: £39.99 
Release date: Out now 
Publisher: Ubi Soft 
Telephone: 01 ai 944 9000 
Website: www.ubisoftxom 



Person B* Cocnputore ^ 
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Lltim@te 
Race Pro 




We continue our stringent 
policy of giving driving 
games to maico-ordinated, 
vehicularly challenged 
inadequates. Steve Hill, 

©start your engine. 
OOK CLOSELY AT THE SURROUNDING 
pictures. Now imagine them a lot bigger 
and moving at high speed 
into your face. That, 
in a nutshell, is the 
Uitim^te Race Pro experience; 
although what's going on with 
that '@' is anyone's guess. 

For those 3Dfx-ed up, or indeed PowerVR- 
cd up, it's a handsome looking game, and tliere is a 
tangible sensation of speed to be had, accentuated by 
some perilous obstacles. In particular, one course 
features a toll booth-type arrangement much like the 
Severn BridgCj which leaves little room for error. Attempting 
to squeeze through a car-width gap at over 100 miles per 
hour, it's difficult not to flinch, despite the fact that there's 
no risk of personal injury, barring a freak monitor explosion. 

Can't drive, won't drive 

By far the best thing about U/t/m@fe Race Pro, though, 
is the way the cars handle - that is, totally unrealisticalEy 





Kalisto have 
succeeded 
" in creating a 
game rather than a 
simulation, and for this they should be appfauded. Within 
minutes, it's possible to throw your car around with little 
concern for the Highway Code, fellow road users or the 
immediate scenery. Braking at the last second, performing 
an unlikely ISO-degree turn and accelerating out of a bend 
is pretty much par for the course. If the car begins to slew 
violently across the road, easing off the gas for a second 
enables you to escape with no more than a few skid marks 
- on both the road and the lining of yourtanga brtefs. 
Furthermore, high-speed collisions result in only superficial 
damage and the loss of a few seconds. This is all as it 
should be; any Top Geo;"dullard who insists on realism can 
go and sit in traffic with the rest of the drones. Three-point 
turns and double-declutching are not the stuff of fantasy. 

Dip» don^t darzle 

As for token quibbles: the headlights arc a bit odd, and the 
turning circle could be tighter - far too much reliance is 
placed on the handbrake turn. But the biggest flaw is the 
lack of a Championship mode, which is provincial sfoppiness 
at Its worst. Ultimately (clever wording, cheers) though. 
Ultimate Race Pro is a very cool game. © 



Uitim@te Race Pro caters for people vwith a LAN of high-end Pentiums (people who work on PC magazines, 
then), although even with only three players there was a degree of jerking in evidence. As well as hot racing 
action. Ultimate Arena is the venue for some superb deathmatch encounters. Indeed, the game managed to 
usurp Quake //lor upwards of an hour, Jeading to all manner of office-based fun. For taunting purposes, the 
keys F1 to FS can be used to send messages, which are inevitably of the foul and abusive Vfariety; and It wasn^t 
ng before the default settings such as "Kiss my asphalt!" were altered to somethmg rather more insulti 
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trial of the 
Internet 



^^^^^^ 



Air Warrior 
Tliousands of great pilots 
liave aiready bouglit it. 



Will you? 



AIR WARRIOR III. Over 450 missions of heart pounding, head spinning & dog fighting. 



INTERACTIVE 

MAGIC 





Air Warrior is registEred 



AfR WARRIOR III SUPPORTS 3D1x. AVAILABLE FEBRUARY FOR WINDOWS 95 CD-ROM. www.imagicgannes.co.uk 

UacJemark o) Ehe Kesmai Corporation. ©Copyrigl'it 199S Kesmai Corporatro/i- All rights re^enftd. Lir3eOfle is a registered tracJemarte of BT and Wews [ntErnational. Interactive Magic Is a registered tratJemark of InteractiyE Magic. Inc. 
Window?. 9-5 is a registered trademark of Micfosoft Corporation. All ottier trademarks are the property of their respectiv* owr^ers. ©Copyright 19M Interactive Magic, Inc. AH rights reserved. 
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Patrick McCarthy has sworn 
solemnly never to take the 
path of violence* These days, 
_ he always drives. 

^K^^^^ T'S BEEN A WHILE SINCE WE SAW A 

^^^^F decent beat 'em up on the PC. And this 

^^^^^^^V is a more than decent beat *em up, with 
^^^^^^^ just about everything you could wtsh for. 

It's set in the spook ily feasible near future, 

in which the Japanese economy has collapsed and 

gangs now raam Neo Tokyo, beating the shit 

out of one another. They soon get bored 

and decide to settfe things with a 

tournament. So off we go on 

a roller-coaster ride to 

Fractured SkullsviHe... 

Take your pick 

There are all the usual options - Arcade 
mode (pretend you're m an arcade, 
except it's not costing you a fiver a 
m In L(te)r Survival mode [take people 
on one at a time^ but your energy 
isn't replenished between bouts), 
Team Battle [ruck mob-handed, tag 
team-style) and PC mode (a 
story- telling niode in which you 
watch Manga-style movies 
about your character's life 
between bouts]. You can 
also fight two-player on 
the same machine or over 
a serial link, and up to six- 





(Above) It's at times like this that you find 
a rigorous personal hygiene regime really 
stands you in good stead. 




player rumbling action is yours for the asking with a 
LAIM or modem. 

Where's youf tool? 

If you haven't seen a beat 'em up for a year or so, 
you'li be pleasantly surprised by how much less 
American beat 'em up types have become. There isn't 
a Miami Wee haircut or shiny jacket with the sleeves 
rolled up in sight. There's also a marked lack of 
enthusiasm for turning up unarmed - basically 
everyone's tooled up. 

The characters - there are eight of them - are 
great. Among them there's Lisa, who basically 
jets you (finaHy) get to beat up Baby Spice; 
Nagi^ another bEonde chick, whose weapon of 
choice appears to be two kebab skewers; 
and Zaimoku, a monster with a dyed 
goatee beard who is wieldtng either, 
a) a very big mallet indeed, or b] a sofa on the end of a 
scaffolding pole. There's also Kurosawa, who - as befits a 
man named after a film director - seems to prefer to beat 
people over the head with a trjpod; and most unorthodox 
of all there's Yoko, who enjoys attacking people with two 
sawn-off legs from an IKEA coffee table. 

It's done in a 3D stylee - except the camera sticks to a 
side-on view at all times. But you can jump up onto walls, 
and roll in and out of the screen. And other cool stuff. 

Ho ho ho 

Basically, it's a great laugti. At the easiest level, you can get 
quite a way through it just by hitting buttons quickly, but 
there are over 40 moves per character to learn as you get 
more skilled. You'll do better if you have a decent gamepad 
or two, of course, but it's qutte playable even with two 
keyboard-using players. The Manga-style presentation is 
cool, and IS for once echoed in-game, with the characters 
looking the same as in the movies. Refreshingly, all the 
female characters have their tits well covered. The LAN and 
modem muEti-player options are a bonus - and probably 
safer than playing two-up on the same machine, which 
always escalates into real violence. All you have to do now 
is convince some other PC users to buy it. 0 



o 



Decent beat ups on the PC 
are few and far between, but 
this is one of the best weVe 
seen for ages. There's probably a 
supposedly humorous Sega-type 
reference in there somewherSp 
but we can't be arsed to work 
one out. Suggestions on a 
postcard, please. 

Last Bronx 



Virtua Tighter 



Streetfighter \\ 




Memory: 16Mb 

Piocessor^ P133 [Pi 66 

recommended) 

Graphics: SVGA 

Sound: All major sound cards 

Controls: Joystick, gamepad, 

keyboard 




Slapstick fun. And 
slaphammer fun. And slap- 
plank fun. Get the picture? 



r 




(Top left} "Perhaps now you'll think twice abaut dissing 
my Davy Crockett hat!" cried Lesley. (Left) The old twin- 
vibrator attach never fails. 



Price: 

Release date: Out now 
Publisher: Sega 
Telephone: OlSl 995 3399 
Website: www.sega.com 



Han 7^^^'*' 
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ACTIOt>^ ON THS SDO 
or YOUR SSAT 





Cane tt 



Codemasters 



www.TouringCar.com 

■C 19^7 ThB CDdemasttirs Sofl^jflife Compflnv Limitad and CndB mil alCra bffiited "CodemastefFi", AH Rights fiesitrvud . BTCC, The British Trujring Car Chflmpiui 
FLAC Bfitish Touring Ca' Champiunship jirit^,'nr dfti^intinfj BTCC r.arF. a\B a\\ aopyrifltiis and'Or reaislered rrRfiBrnafks !o TOCA Liirii-tBd £ind Arfc beino usec 

I99T^S K£AL CARSr REAL TRACKS^ REAL TEAHSr \ 
REAL DRIVERSr REAL VIEWS j 



'■^ CD-ROM 

n ' 

impioniihip. TOCA. iind all illi variSitionsi, copvrifjhtFS, Tr^denniirks and imagBS u&ad Or 
n used under lic^nr-ie hy Cnde-m^t-itefE.. All othEi^ rr^arku dfU t^a dem srifs of theii nwoec 



HSSSfi? 



1f youVe always wanted to play 
through an Olympic hockey 
tournament, this is th€ game far 
you. It's got every national team 
out there; although you could 
argue about some of the ratings. 
In every other respett, however, 
it's inferior to Ntti 98. And Ntii 
97, come to that. 

Actua Hockey 



mv MS 



NHL 97 



Actua Hockey 




Patrick McCarthy got 
surprisingly excited when we 
told him we had a hockey 
game for him to look at. In 
fact, when he left the 
boilding we could have sworn 
he was trying to hide a full- 
on chubby. 

©AMN. I THOUGHT THIS WAS GOING TO 
be field hockey - I wa^ looking forward 
to a St Trinians simulation, with women 
running about in gymslips, beating the shit 
out of their opponents with pieces of wood. 
Speaking of which, did you ever notice the weird effect 
that time had on the girls of St Trinians? At 1 2 they're 
about three feet tall and three feet wide, with hair that 
looks like it's been set on fire. They go away for the 
summer holiday^ and when they come back they're 
slatternly 30-year~old women with stockings and 
stilettos, and mouths that look like they 
could suck the top off a fire extinguisher. 
(Although admittedly they seem to be 
wearing the same skirts.] But there's 
nothing m between... Most odd. 

All of which ha5 notliing to do 
witli this game, because it's ice 
hocl<ey, not liocl<ey. Mind you, if 
a games company wanted to 
inject a bit of Lara Croft -style 
madness into a sports game, 
hocl<ey'5 the way to go: 
brge- breasted women, 
short skirts, untrammelled 
violence... it's got the lot 
Alright, so you might have to 
give them thighs like prop 
forwards, but that never did 
Chun Li out of StreetFighter 
any harm. 

Ice and easy 
(ho ho) 

lee hockey, then. Anyone going 
up against the game-playing 
meisterwerk they call WWLSahas 



(Above left) I thought I told you not to go for the cheap I 
seats? (Above) "The annual Costumed Farting World I 
Championships kicked off today in AJbertai..." I 

O ■ ■ 

to come up with something pretty amazing to get any 
attention. And while Actua HocksY\i decent enough, it's by 
no means as good as EA's festival of fun. The graphics here 
are pretty good (as long as you have a 3D card, otherwise 
the players look like a shotgunned cereal packet), and when 
you score there's a nice lighting effect that's a bit like a 
cross between Holiday On Ice and a sixth-form disco. The 
controls are simple and intuitive, and it moves pretty quickly 
(but on anything less than a 166 you'J] see more jerking 
than on a Boy Scouts' camping trip). And it's got the 
Olynnpic licence, which means you can play through a 
complete tournament at Nagano. 

Ice plops 

On the other hand, the commentary sounds a bit home- 
made and the player selection can be frustrating ~ set it to 
Auto and it makes unwise selections when you're defending: 
but set it to Manual and you don't even get automatic 
control of the player with the puck. It's also not unknown 
for two teams to take to the ice in identical uniforms - 
which is less than helpful And putting 'whizz marks' on the 
puck when it's hit about isn't going to convince people it's 
moving quicker than it is. 

Most of these points could be overlooked if it was the 
only ice hockey game out there. But unfortunately there's 
no way anyone would want to buy it after having seen 
NHL 98, which is better in every respect. Consequently 
it's difficult to even give it a Recommended score. And 
we never attempt anything too difficult. 0 
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Siiti St Trinians 



Memory: IGMb 

Processor: P90 

Graphics: SVGA 

Sound: All major sound cards 

Controls: Joystick, gamepad, 

keyboard 



iBl! 




Not bad, but weVc all seen 
much better. 
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Price: £39.99 
Release date: Out now 
Publisher: Gremlin tnteracttve 
Telephone: OT142 753423 
Website: www,gremlinxo.uk 





Internet 
Access 



From 



&3.99 




+ VAT oer month 



Have we left anything out? 



✓ UNLIMITED mail addresses ✓ FREE connection 

✓ Free 5Mb web space ✓ FREE software 

✓ 100% UK local call access ✓ 56k ready 



|/ 24 hour 7 day technical 
support 



%/ Further 2 ntonths free 

included in annual subscription 



^Domain name registration 
& other business services available 



f 



Simply call MET 
0800 072 0723 blSraNCl 

for your free connection pack internet Service Provider 



ClaraNET Limited, Vinery Court, 50 Banner Street, London EC1Y 8QE 
Tel: 01 71 9033000 Fax: 01 71 9033001 E-mail: sales@clara.net www.clara.net 




This month weVe 
squeezed in even 
more games in an 
effort to give you 
the complete guide 
to every new release 
- good and bad. 




1, If 





ULTIMA COLLECTION 

What we ha^/e here, ladies and gentlemen, is a 
comprehensive history of role-piaying on the PC 
Every single Ultima game released (t to Vlll) is present 
and correct in this collection. The later Ultimas included 
here are worth the asking price alone< but let's take a look at what 
yoj actuaHy get for your money. 

Ultimas I to IV\ very basic graphics, massive game worlds, brilliant 
puzzles and fncredibly addfctEve gameplay. Ultima V: more of the same, 
with better graphics and full party development. Ultima Vt: a major step 
forward for the series. With vastly improved graphics, better character 
development and true character interaction, this was the first game to 
really put the Ultima series on the map, and it's still as playable today as 
it was then. Ultima Vlh still considered by many (including myself) to be 
the best roie-playEng game of all time. Origin took everything that was 
good about Ultima VI and made it bigger and better. Personally^ my fondest 
memories of Ultima VI i are the conversations between the characters,^ which 
at Ein^es were absolutety hilarious. Fab. Classic. A bit good. Get the idea? 
Ultima Vfil: slightly disappointing in as much as you control a single 
character, as opposed to a whole party. Widely criticised for requiring the 
best PC in the world at the time, this is now no longer the case, of course, 
Graphically far superior to Ultima VII, it's still a fantastic game, although not 
quite as compulsive and life-stealing as its predecessor. 

I would strongly advise any developers currently working on a role-playmg 
game to check out this collection immediately, because within it are the 
definitive benchmarks against which their game will be measured. 

And my advice to you? Go out and buy it. Buy it right now - every home 
should have one. 

Chris Anderson 




SABRE ACE 

Flight sims have been coming thick and 
fast of latCp but what differentiates 
this one from the 1001 other titles is 
that it's based during the Korean Air 
War - the only time that Russians and 
Americans 'officially' fought against 
each other. In gaming terms, it's been 
a very long time since anyone's seen a 
jet-based sim. set during the pre-radar 
period [the only one I can remember is 
flight OfTht Intruder, which was set in 
Vietnam, ancient and crap). So addicts 
looking for something a bit different 




should find it here. Well in theory- 
Starting off, you're treated to a 
prosaic Intro. After that, you're greeted 
by a menu that enables the usual 
choice of career or quick mission, and 
once youVe set things up to your liking 
It's up, up and away... And suddenly 
things go from bad to worse. 

Firstty, the graphics. Look at the 
screens hots - have you ever seen such 
bad texture- mapping? Well, not in a 
flight sim, no. Sadly even a 3D card 
won't help: at 2000 feet rivers seem 
to flow over hills and textures don't 
match up at all; at 20,000 it looks 
Mike you're in orbit, and some textures 
aren't even there. 

And there are gamepJay problems 
too: some of the key combinations 
are fllogical, and the accelerated time 
function is too slow. Players who rely 
on radar and guided bombs will obviously 
find things hard going. And because it's 
based on Korea, you don't get the usual 
tours of duty in other countries. 

Anyone interested in the Korean War 
is likely to be disappointed; too many 
details are missing to appease serious 
sim fans, and the lack of any arcade 
functions will repel everyone else. 
Basically, avoid. 

Richie Shoemaker 



}MZ JACKRABBIT 2 

You don't really need to know the plot 
behind this^ do you? The raison d'etre 
behind 40 levels of chasm-leaping, 
to rtoise-t watting and girlfriend- 
saving? No, of course not. You want 
to know whether thiSj the latest in 
a dying breed of platform games, is 
worth buying. Surprisingly enough^ 
Joz2 Jackrabbit 2 is actually a pretty 
decent game. This time the eponymous 
hero has been joined by his ganja'd-up 
brother Spaz who, contrary to the 
effects of the demon weed on most 
people, is pretty tuned in to the task 
at hand. You can choose to play either 
of them in the quest to rescue Eva 
Earlong, Jazz's bird [or bunny], and 
the usual platform tricks and traps 
are there to help and hinder you. 

The graphics are on the diminutive 
side compared to those of other 
platform games, but this means a lot 
more of the game area is on-screen - 
handy for planning your next move. The 




'ambience' of the game is different as 
well. Though naturally linear, the levels 
almost have the feel of an adventure - 
almost. Thankfully, the obligatory timer 
has been left off so you can pander 
your way through the levels. And with 
the inclusion of various weapons, you 
even get to death match bunny-style. 

Co-op, Capture the Flag and race 
games have been implemented, but 
while it doesn't hold a candle to the 
likes of Qiiai(e. that's not so say it 
isn't fun. Consider it a trainer for 
those eager to frag their way up 
the deathmatch career ladder With 
Jazz Jackrabbit ? and a level editor 
included, you can't really knock it for 
value. And if you don't usually go for 
this sort of thing, you might just find 
yourself pleasantly surprised. 

Richie Shoemaker 




Publisher: C>rii;in/f lectronic Arts 

Tel: 01751 549442 

Price: £39.99 fl^^^^H 



Publisher: VI t 
Tel: 0171 368 2255 
Prk^: £::^9.99 
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THE QUIVERING 

Borrowing from almost every horror 
diche available, this adventure owes 
almost as much to films like Evff Dead 
as it does to the text-based adventures 
of old. As Josh you must rid the worid 
of the demonic 'Big D' by collecting 
imps and objects littering the way. 

The game kicks off outside an 
English pub, and it's not long before 
you find your uncle (transformed into a 
raven], who tells you what's been going 
on. The developers have tried admirably 
to inject hurrour, and while there are a 
few good lines^ it's hard not to^ingc 
at the attempts at facetiousnes^^rom 
our disparaging hero. 

Graphically, it's reminiscent of^the 
recent Jot/me^ma^j 3 adventure where 
you have a full 360-degree field of 
view and pre-rendered movement 
between the various locations. It 
actually works very well, even though 
having to press the spacebar to skip to 
the next place soon becomes awkward. 

As mentioned previously, the 'feel' 
of the game is decidedly old-school: 
access to certain areas is only allowed 
by possession of the relevant object, 
and without the correct items in your 
inventory, death always seems to be 
just around the corner This problem 
is compounded by the lack of limitless 
savegames - each imp you collect 
allows you to save the game once. 




The adventuring itself is pitched at just 
the right difficulty, though seasoned 
adventurers will hardly find it original. 

Some of it's frustrating fsuch as 
r^ot being able to skip through speech, 
for example), but on the whoJe The 
Quivering is a plucky little adventure 
that, while it doesn't break any new 
ground, is certainly worthy of approval 
for simply being entertainment. 

Richie Shoemaker 



747 FOR MS FLIGHT 
SIMULATOR 98 

Like Microsoft's F fig hi Sim series, 747 
jumbos are big and not particularly 
nippy, but very nice to have a ride in. 
Oh. and they've been around for ages 
too. Tenuous links aside, one of the 
better points about Hight Simutator \s 
that Microsoft have made it an 'open 
architecture', which means that, as 
with Qual(e, third parties can develop 
planes and scenery that can be added 
to the basic program. 




747 is a set of add-ons for both FS98 
and FS95 based on the Boeing 747. 
Launched in 1968, 747s have been in 
service ever since, largely because of 
the nice spiral staircase and bar area 
that makes flying long distances so 
relaxing for busy execs. 

747 for MSFS93 gives you nine 
different jumbos to try out, and 
three new scenery areas - Frankfurt, 
Dusseldorf and Nice, The planes are 
mainfy German, too, which isn't 
surprising as they were developed 
with the help of a Lufthansa pilot. 

The flight models feel pretty good, 
it only takes about 20 minutes to get 
into the air. I tried to loop a couple of 
times, but this ended in carnage. The 
control panels are also hugely baffling, 
with absolutely tons of dials, which 
should appeal to realism fans. 

The biggest problem with 747 is that 
it's too specific. It's all very nice having 
extra planes to fly, but there are tons 
of these available on the Internet for 
free. The scenery's nice too, but again 
you can get this for nowt on the Net. 

Unfortunately, the most interesting 
period in German aviation is WWII, not 
the 19705, so unless you're obsessed 
with German 747s I'd wait until 
someone releases Heinkel for FS98. 

Dave Mathies&n 



DEMOMSTAR 

Dcmonstar [successor to the mild 
shareware hit Roptot] whisks us back 
to the flat, scrolling world of games' 
pleasant past. For those old enough 
to remember, it should prove to be a 
welcome diversion - but that's all. 
Waves of swooping aliens and side- 
firing homing missiles are par for the 
course^ as are the obligatory end-of- 
level muthaships and occasional 
asteroid storms. For a ten-minute blast 
it's perfect entertainment. The sound 
is big and beefy, and the graphics are 
detailed without causing too much 
confusion - but play it for half an hour 
and you'll feel like you've been wearing 
onion spectacles - the viewing window 
is so tiny You shouldn't have to switch 
resoEution to enjoy a game, and doing 
so for Demonstar Isn't worth the effort. 

Richie Shoemaker 
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WEIRD 

Strange things exist in this 
crazy world... but Weird Isn't 
one of them. 'Boring' is probably more 
apt to describe this cross between 
The Fortean Times and a bad Zork 
adventure. The 'aim' is to wander down 
dark corridors, looking into windows to 
discover vaguely interesting facts about 
people born with extra fingers or two 
heads. Occasionally^ and to progress to 
the next level, you have to complete a 
challenge; the first one demands that 
you unlock a colour-coded door by 
remembering and copying 'Simple 
Simon" styJe which colours light up in 
the correct order fyawnj. The graphics 
are detailed, but the screen-flipping 
technique died years ago with Myth. 
If Weird lived up to its name, it would 
have fared so much better 

Richie Shoemaker 



Publisher: InsUinl .%:cess ^HB^ 
Teh 0181 20^ 2 596 fttB 
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BALLS OF STEEL 

Bails Of Steei [a reference to Duke 
Nuiaenfs love spuds?) is a pinball game. 
One table is based on Duke himself; 
the other four are equally macho, 
involving diffusing bombs and killing 
aliens, Asa straightforward shift-key 
'em up it's instantly playable: it's fast, 
colourful and smattered with excellent 
graphical touches. However, we'd like 
to have seen other features that only 
a PC can provide - as in the ejfcellent 
Pro Pinboit: Timestiock. The top-down 
view works well, but the game would 
benefit from a wider choice of view- 
points (including 3D). But the major 
problem is the crappy tilt feature. OK, 
ifs hard to sSmulatCr but you'd expect 
at least some sort of reaction from the 
computer when you hit the spacebar. 

Richie Shoemaker 



ZAPITALISM DELUXE 

Zapitafism Deluxe is heralded on the 
packaging as "the fantasy business 
game all strategy fans have been 
waiting for'' ft's a confident statement, 
but after only ten minutes you can't 
help but wonder if someone slipped 
the wrong CD in the box by accident. 

Your task is to select bizarre goods 
such as mamo-vapour and sell them 
to make enough profit so as to allow 
corporate expansion from your humble 
corner shop beginnings. This may 
sound all well and good, but in reality 
Zapitoiism Deluxe is a thin excuse for 
entertainment. The hi-res graphics are 
not unattractive and the game tries to 
be quirky, but it's not long before you 
realise that playing Monopo^ instead 
would be a lot more fun. 

Danielle Ritodes 




Publisher: Instant Atc€ss 
Tfi|;gt§1 205 2596 
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Strapped for cash 
but need to score 
your gaming fix? 
Don't worry^ you 
don't have to go 
without - here's 
" Richie Shoemaker 

with a few nicefy-priced games from 
Psygnosis that won't bleed your anaemic 
wallet as dry as the Sahara desert. 





DISCWORLD II 

Some people fail 1o find Terry Pratchett's novels 
amusing, Be warnecf - if you fall into this category, own 
a PC and play DiscwoHd II, you could unwittingly find 
yourself liking and buying his unending series of books. You see, it's 
a great game. And that - whether you love or loathe him - is fact. 

Dhcworld i was a superb game. A little difficult, perhaps, but superb 
all the same. And as should be the case with such things, the sequel is 
even better Not only has the 'hard-bastard' factor been lowered, but 
the graphics have been tweaked and the irksome puzzles of the 
original ditched in favour of quests which are more relevant to the 
story. Non-adventuring types will no doubt heave a sigh of relief to 
find that they might actually have a clue what to do with their bizarre 
inventory - gone are the days when you had to combine a weasel with 
a pair of knickers to open a door. 

If you hadn't guessed already, this point-and-clicker once again puts 
you back in the role of reluctant hero Rincewmd, His task is to seek out 
and help Death who, by the hand of bored terrorist faction, has gone 
missing. Of course, (un}expected events chuck spanners in the works 
and it soon becomes apparent that you have to do more than just find 
things and blindly see if they fit together. 

The zany plot is we 1 1 -crafted over the four episodes, and the 
animated cast is brought to Itfe by some exceptional British talent, 
namely Eric Idle and Nigel Planer There may be too much dialogue for 
some people, and the humour doesn't always hit home, but if you're 
a Pratchett fan you'll love it - and if you're not you soon will be, 
Discworfd //is simply one of the best adventure games ever created. 




LEMMINGS PAINTBALL 

The Lemmings games have always been 
characterised by simple and addictSv/e 
gamepiay, even thojgh the sound and 
visuals were arguably a brt dodgy even 
back then. Ir stark contrast, Lerrsmings 
Faintball seems like a watered -down 
variant. It's not that the gamepiay is 
dated, it's just that Lemmings Paintbaii 
has little to recommend it Players 
control up to four lemmings and have 
to traverse the isometric landscape, 
pulling levers and shooting other 
lemmings to find a flag. As an all-ojt 
shoot 'em up like Cannon Fodder '\t 
might have been bearable, but the 
two elements of solving puzzles and 
shooting don't sit welt together. If it 
wasn't for the inclusion of the WinGS 
version of the original, we'd have 
advised giving it a wide berth. 



Not previously reviewed 
Price; y4.§9 



KRAZY IVAN 

It's a Doom clone that thinks it's a 
mech game andj surprise surprisCr its 
hero is a paranoid schizophrenic. 
Funny, that. Krazytvon '\s> based in 
Russia in the near future and, rather 
than fighting off corruption or hyper- 
inflation, Ivan has to fight off waves ," 
of viHainous cyberdudes who are out 
to turn his power armour back into its 
constituent elements. Sadly, the game 
doesn't have the appeal of either Doom 
or Mech Warrior fits closest relatives): 
it's bogged down by a limited control 
method, and becomes incredibly 
annoying when the enemy come 
trundling out from the near distance 
and blow you to kingdom come. Its 
only saving grace is the occasional 
appearance of Sarah Stockbridge in 
dodgy Ruski accent mode. 



Reviewed: 45 
Price: £9.99 
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DEADLINE 

As an SAS-style commander 
it's up to you to save the 
free world from hostages and terrorists 
- and it's hard work, not because it's 
challenging but because it's infuriating. 
The hard work comes from planning 
successful missions down to almost 
unnecessary detail, and fighting out 
isometric real-time battles X-COM- 
style. The control interface is one 
of the most irksome ever seen, the 
planning missions are irritating, 
and you'll probably end up shouting 
obscenities when fighting it out - not 
because your so-called elite soldiers 
can't shoot for toffee, but because they 
can't climb the simplest of stairs. The 
best thing about Deadline is that it 
comes with a free SAS Survival Guide - 
handy for those trips to Swansea. 



LOMAX 

LemmingLa nd is under threat and Evil 
Ed's up to no good. His heinous hench- 
lemmings are on the march, and only 
by jumping from platform to platform, 
from level to level, can Lomax save the 
day Yes, Lomax is another formulaic 
platformer, except that this one's got 
lemmings and is not afraid to use 
them. As with all games of this nature, 
the idea is to collect pretty -co loured 
spinny gems and jump over nasty 
things that follow set patterns, to 
eventually get to the end of the 
level only to do It all over again over 
a different-coloured landscape. But 
do we really need another Lemmings- 
inspired cash-En? Give this to the 
nippers to keep them quiet, and stick 
to something more immoral before 
the games apocalypse comes along. 



I^Jot previously rcviewett 
Price: £9.99 



Reviewed; 52 




Price: £9.99 







Reviewed: 44 
Price: £14.99 
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TME CriY OF LOST 
CHILDREN 

Both Jeunet & Caro's wonderfully 
i magi native movie and Psygnosis' 
eponymously titled adventure game are 
now available at knock-down prices. 
However, given the choice we'd go for 
the film every time (it's only £439 - 
Ed}. The City Of Lost Children isn't a bad 
game, but it isn't a great one either. Its 
Alone In The florif-style of presentation 
fails to capture the distorted nature 
and claustrophobic atmosphere of the 
film^ and the unnecessarily clunky in- 
game mechanics prove frustrating from 
the off. If you haven't seen the film, 
you probably won't be disappointed; 
if you have you'll be able to compare 
the two, and will no doubt find it 
needs more than subtitfes to keep 
you going throughout its duration. 



Reviewed: 48 
Price: 
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ASSAULT RIGS 

It may look like you drive about in a 
tank, but Assault Rigs plays more like 
a first-person shoot 'em up (I ask 
you, who ever heard of a tank 'side- 
stepping?). Still, a game based ir> 
the realm of cyberspace can hide a 
multitude of gaming sins, not least in 
the underlying storyline. The premise 
behind Assault Rigs \s bland [collect 
gems and blow up enemy rigs), and 
the game itself is an odd mix of shoot 
'em up and puzzle platformer. It's not 
unplayable, but the gamepiay is let 
down by two distinct elements: the 
camera views are restrictive and 
annoying, and the controls are too 
complicated for the nature of the 
game. It may have worked on the 
PlayStation, but obviously on the PC 
something's been lost in the translation. 



Reviewed: 39 




Price: £9.99 








DESTRLCTION 
DERBY 2 

Better than the first one 
(as sequels should be). Destruction 
Derby 2 is a superb crash 'n' smash 
racing game, save for a few mild 
irritants: the in-game menus are 
decidedly clumsy, and gamepiay- wise 
it takes a whiie to come anywhere in 
the Top 10. You can even forgive the 
non-existent multi-pfayer options, 
because the ears fall apart almost as 
spectacularly as in Cormageddon and 
the tracks enable some speedy action 
as well as some excellent crashes. If 
you think driving games should be 
fun, you should definitely have DQ2 
in your coNection, And if you have to 
play against 'real' opponer^ts, you can 
always download a patch from the 
Psyg nosis website (www.psygnosis.com). 



RIOT 

sport as we know and love it is under 
threat. Not from money-grabbing and 
ruthless businessmen you understand, 
but from Riot, a vicious hybrid of 
basketball and a good punch to the 
face. The two teams involved must get 
a ball to the opposing end, charge it 
up with plasma and then dunk Et in the 
central hoop, punching the opposition 
in the face along the way (of course). 
Sounds like a hoot? Well, it is... sort 
of. It plays and looks a bit like Actua 
Soccer and is very easy to get the hang 
of. Play it in VGA mode and you'll find 
that the graphics will truly test your 
gameplaying skills; switch to ht-res 
and things become much easier Like 
Hyperblade, muiti-player options are a 
bit thin and the violence is very tame, 
but on budget it's pretty good value. 



CHRONICLES OE THE 
SWORD 

This Arthurian adventure will keep 
yoii awake at night - not because it's 
particularly addictive, but because the 
main character moves so slowly you'll 
be nipping off to make coffee so often 
that you'll end up sweating caffeine. 
You play Gawain, a wannabe knight of 
the Round Table, out to prove your worth 
and stop the evil sorceress Morgana 
taking over Camelot Your first task is 
to find Merlin the wizard, but you'll 
probably be sidling off to put the kettle 
on before you've even found your way 
off the first screen. The cliched puzzles, 
though spirited on occasion, involve too 
much fruitless searching for objects. 
The graphics are quite good (ropey 
animation aside), but it's unlikely that 
you'll see it through to the end. 



Reviewed; 46 
Price: £14.99 



Not previously reviewed 
Price: £9,99 



Reviewed: 39 
Price: £9.99 




SPEEDSTER 

When this racmg game first arrived 
last May. there was a small flurry of 
excitement over its novel top-down 
view. But this was followed rapidly 
by a deep sense of disappointment 
over the fact that the cars were slow, 
the graphics confusmg and the 
gamepiay boring. A ninja PC was 
needed to run it at an acceptable 
speed, and even then the player felt 
that no matter what car they chose 
they were somehow jinxed with 
donkey-like acceleration. It might be a 
bit nippier on today's PCs, but this only 
serves to highiight its other faults. If 
you can be bothered to get used to the 
confusing tracks without driving into 
barriers that manage to look like 
tunnels, you may end up liking It Take 
our advice: buy Ignition instead. 



£31 



ECSTATrCA 

You know when you have 
fond memories of a game, 
oniy to load it up and shout "Urgh!" at 
the sight of the graphics? Disheartening, 
isn't it? Re-enter Ecstatica. We all 
remember the smooth animation, 
the devious puzzles and the relentless 
action, but have conveniently forgotten 
just how blocky VGA graphics actually 
are. No matter. Ecstotico may not be 
the stunning beauty it once was. but 
give it a moment and you'll forget 
about all that SVGA nonsense and just 
get on with what is essentially a very 
good and very difficult game. If you 
already own the sequel there probably 
tsn't much point in buying the origmal, 
but for first-timers who want to know 
what all the fuss was about it doesn't 
get much better than this. 




DISCWORLD 

You may well ask why 
you should buy the first 
Discworid adventure when the second 
one is so damn fine. Well, it's simple; 
despite its blocky VGA graphics, 
Discworid is still one of the best 
adventure games ever made. The aim 
is to rid the land of a theoretically 
nonexistent dragon, while getting side- 
tracked into completing more bizarre 
tasks along the way. It may not be as 
beautiful as the sequel, but its puzzles 
are a lot harder (it makes Day Of The 
Tentacle seem like a Sunday stroll in 
the park); as a result you'll be playing 
it for a very long time. So if your pre- 
Pentium PC yearns for something to 
tax its minuscule four megs, buy this- 
It's one of the few games of its time 
that still warrants a respectable score. 



1 Reviewed: 52 
1 Price: £9.99 




1 Reviewed: 21 
1 Prices 112.99 




1 Reviewed: 22 
1 Price: L9.99 
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Subscribe now for just £9.95 a month 

Perfect the art of multipTayer carnage by subscribing to Wi replay Unltrntted. Calls are 
charged at local rates. Subscribe before flphl 30 and you'll get 3 months for the price of 2. 
Can now on Freefone 0600 BOO 918 for your free 6ame Pack or visit www.wtrefrlay.com 
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Dialing. 



Connecting... Connected Disconnecting... Disconnected 




Wave of emulation 

Part two: consoles and arcade games 

In which qorqeousr pouting Charlie Brooker takes a 
second glance at the world of nostalgic gaming. 




SPACE IS RATHER TIGHT THIS 
month, so we'll just press on 
with this second part of our 
look at the on-line emulation 
scene. For the background 
details, refer to our previous issue (you did 
buy last month's PC Zone, didn't you?). As 
ever, please bear in mind the following 
point, which we're printing in bold red 
capitals just so you remember it: 
IT IS ILLEGAL TO DOWNLOAD ROM IMAGES 
OF AMY TITLE IF YOU DO KOT OWN A COPY 
OF THE ORIGINAL GAME. 

ARCADE GAMES 

Anyone over the age of 20 is likely to have first 
experienced the joys of computerised 
entertainment in public - in an arcade. As is the 
case today, the coin-slot fantasy machines were 
always several steps ahead of the home systems, 
and as such had an air of classy superiority about 
them {a bit like Penelope Keith in To The Manor 
Bom, except she didn't play games with boys in 
exchange for coinage of minor denomination). 
Even today you can't beat that 'original arcade 
feel'. But you can emulate it.. . 

Before you go anywhere else, you should visit 
Dave's Classics, which, since the closure of the 
excellent Atmospherical Heights site, has become 



the definitive arcade emulation site on the Web. 
And the URL's a piece of piss to remember: 
wvmwda vesclassics. com. 

Also be sure to check out vi/ww.arrgh. 
demon.co.uk, Mat Simpson's beautiful and 
informative retro gaming ubersite. And we're 
sorry we called you Mat Johnson last month. 
Mat. We're sure you've never sung lead vocafs 
with The The, and you ain't batd neither, guv. 

MAME 

• wffff,mediji.dsi.Einimljt/ni9me/ 

• w wii, dave sc lassi z s xa m/f ra itis/ma m ma mepaq ». ht ml 
MAME (Multi-Arcade Machine Emulator) is truly 
the king of all emulators. Part programming miracle, 
part memory-lane-'em-up, it runs the ori^™/ arcade 
ROMs of almost every classic title you care to 
mention; you name it it's supported: Pac Man. S^r 
Wars, Spy Hunter, Hyper Sports, Commando, Space 
Invaders, Zaxxon. . . the list goes on and on. In afl, 
346 games are fully playable using the MAME 
system. Our current favourite is the infuriatingly 
addictive Mappy, from l^amco. 

The MAME engine h updated sporadically, with 
each new release adding to the already large pool 
of supported titles. And despite a few internal 
differences currently plaguing this ongoing project', 
it looks set to remain the benchmark for quite some 
time to come. ► 




(Left) Konami's Legend Of The Mystkai Ntnja runs perfectly on most SNES emulators, but you'll 
have to own the original to pJay the ROM legally. (Above) Same for Zetda on the GameBoy. 
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Something for eveiyone 



Another legat mineiield for retro gaming 
enthusidiU: cofi»»le anil arcade einiilatioit. 



Those who enjoyed our emulators feature last issue 
will no doubt be pleased to see that there's more 
this month - namely, console and arcade emulators. 
Again C ha rite Brooker is here to point out the best 
places to go to explore the phenomenon. Unlike last 
month, however, the subject of console and arcade 
emulation is a far more trkky subject to cover - in the 
eyes of the console companies, at least. Companies such 
as Nintendo are far more 
vociferous in their 
condemnation of the 
emulation movement and 
see it as nothing less than 
blatant piracy. Again, it's a 
question of ownership - if 
you have a copy of the 
original game, then you are 
entitled to make a back-up 
copy; although this defence 
would be hard to swallow 
in the case of the arcade 
machine. Let's face it, not many of us are likely to have 
a table top Gafaxians in our bedroom. But what console 
and arcade companies don't seem to understand is that 
these older games will simply die out and disappear 
unless they're actually released individually as ROMs. 

For those of you who don't give a toss about running 
old computer games on their PCs, there's plenty of 
other stuff to digest in this month's On-line. Paul 
Presley's piece on on-line flight sims is an interesting 
look at the current direction of the 'electronic battle- 
field' concept. It seems all we need now are tanks, 
soldiers and the correct software to link them together, 
and^.^ voila: we've got ourselves a realistic war. All 
played out in one self-contained 3D environment. 

Also, in the second part of our regular Uitima Online 
column we see another virtual war raging - only this 
time between good and evil. Origin, it seems, are now 
running this 'ores and goblins' show with aplomb - a 

_ number of new plots 

• » *r ' having been started to 

spice up proceedings 
somewhat - and we'll 
be following the 
progress in this 
magazine over the 

o«.^«^r rfz^ *T*« E . . com i n g mo nth s . 

Got one of these in your bedroom? Paul Malhnson 
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< Caltus 

* wttw.maelstroifi.iiet/caPus/ 

The latest emulator from the people who brought you 
Genecyst ar\di Nestide, Qtesets ojt to replicate 
Capconi's arcade system of the early '90s. Which means 
Finat Fight and StreetFighter It, basically. As you can 
imagine, Capcom themselves are not amused. 

RAGE (Real Arcade Game 
Emulator) 

* http ://ho m eS ,swi p net .se/-w -5 OS 84/« m ul a tor/do wn loa d. htm 

Another Capcom arcade emulator, but this one also 
attempts to mimic the SNK Neo-Geo arcade system, a 
mainstay of pubs the length and breadth of the land. 

OLD-SKOOL CONSOLES 

Once upon a time, the public was 
impressed by the fact that a home 
gaming system existed at alL In the 
wake of the arcade explosion of 
the late '70s/early '80s came these 
primitive home systems, the first 
consoles ever These days they look woefully basic - 
some of them use ASCII characters as sprites, for God's 
sake - but at the time they were the ultimate in cool, 
and prohibitively expensive to boot. 

Atari 2600 

* wiiiw.davesclassics.CDm/Z60liemu. html 



OTHER SITES OF INTEREST 

Kaptain Kotn^'Op 

• www.virtual-pc.com/xeyed/kky 
Delightful archive of arcade game instruction 
manuals, cheats etc 

• www.jrok.com/ 

JROK is responsible for some of the finest 
'clones' around, such as the wonderful 
PacMan-a-like P^c PC. You'll also fmd some 
charming pictures of his pet cat on his 
homepage, Ahhli 

imoTOe's Eniulatmn Valley 

• www. rock net. net.au/-moose/arcade_ 
emulation. html 




Many classic arcade games (such as Mappy - 
pictured teft) are being kept aliue fay the power 
of emulation. Old console games, such as the 
classic PC Engine platform er Kato & Ken (above)< 
are atso making a comeback thanks to the retro 
games movement. 

■0 

• titt p ;/ /b i>i ^\m. it- ia s.d^ pau I .e du/'p ca e/p c a« Z 0 b . z ip 

Colecovision 

• w WW. ko m h on .0 rg/- de ko ge I /a da m m±\m\ 
Intelllvlsion 

• WW w.d a V e s c lass 1 cs .co m/i n t e II ivi s io nemu . htm 1 
Vectrex 

• HN w.d c la ss ics. z mhK\ m. html 

NINTENDO 

NES (Nintendo Entertainment 
System) 

• htt p ://nest ic I p arnd iu s.com/ ti es tc04 0. z ip 

The charmingly titled Nestide is an incredibly polished, 
frightening I y accurate emulator which mimics 
Nintendo's olde worlde 8-bit wonderbox. The system 
never really caught on over here, but in the US it was 
a sensation. Item of spod interest: the NES incarnation 
of Elite is considered by its creators to be the finest 
version available. So there. 

Super NES 

« WHW.euronet.nl/users/jliaot/ 

Ahhh, the Super NES. Mow there 
was a system. Home to cracking 
versions of Streetfighter H, 
Bomberman and, of course, the 
superlative Mario titles, the SNES 
may not have sold as many units as 
the M egad rive, but it was always the connoisseur's 
choice. Even with today's ultra-sophisticated PCs, 
emulating it ain't simple. Now abandoned by its 
creators, Snes SXisthe bestest, fastest Super Nintendo 
impressionist money can't buy. Shame it's illegal. 

GameBoy 

« wvrw. davescia s s icsxom/ga m (»v«mu .html 

By today's standards it's a basic machine, but Nintendo's 
fun-size joybox remains the benchmark for hand-held 
systems, its only real rivals being the sadly unreleased- 
in-Europe Nomad system {a portable Megadrive) and the 
brilliant GT (a hand -held version of the PC Engine). The 
available emulators are good, but no match for holding 
the real thing in your sweaty palms. 

Nintendo 64 

« littp://projunrEality.ml.t]rQ/ 

This is the home of Project Unreality, the world's first 




Nintendo 64 emulator. Don't get too excited though, 
it doesn't actually play any games yet. But they're 
working on it. Expect Nintendo's legal department to 
step in any day soon. 

Nintendo's legal 
standpoint 

Not surprisingly Nintendo themselves take an extremely 
dim view of the on-line emulation scene. After all, 
much of it revolves around the systematic unofficial 
distribution of much of their back catalogue - and 
besides, the Ga. Mill sells in substantial numbers. 
Make no mistake jwnbad a Nintendo ROM is to 
break the law. For l information straight from the 
horse's mouth, check out www.nintendo,com/corp/ 
faqs/legal.html. 

SEGA 

Megadnve 

• wwH. Ej aves c lassi c s,co mli^ ga/Gen e s r$/gcyst03 Z . zi p 



1 Tfie Megadrive was the PlayStation 
/^H|nv of tts day - a wildly popular console 
•■ ^^^^H \ which even your grandmother had 
heard of (even if the old hag 
couldn't comprehend what the 

damn heck it actually didj. \X also 

had its own mascot in the guise of Sonic the Hedgehog, 
a blue, spiny arsebag who was crawling with fleas. The 
platform was ineKplicably known in the US as the Sega 
Genesis, hence the jaw-dropptngly accurate Genecyst 
another snappily monikered emulator from Blood lust, 
the lunatics responsible for Nestide. 

GameGear/Master System 

♦ www, dave s c la ssi c s m /s tn s/m80f . z ip 

Sega's 8-bit offerings were more or less identical the 
GameGear being a portable replica of the incredibly 
ugly Master System. Hardly renov^/ned for an extensive 
catalogue of must- have classics, the platforms were 
relatively successful nevertheless. See for yourself 
what all the fuss wasn't about with the latest version 
of Massdge. 

PC Engine/Tkirbo Express 

• !i ftp ://joYce. cnq .yak.edu/ " bt/t urbo/e mu/ 

Un re I eased in this country, the PC 
Engine was an absolutely glorious 
little device. Despite being a lowly 
8-bit system, it was home to some 
of the finest, most psych otically 
frenetic shoot 'em ups the world 
has ever seen - not to mention the definitive version of 
Hudsonsoft's peerless Bomberman, and Kato & Ken, the 
world's only scatological platform game. Magic Engine 
is perhaps the finest example of emulation you could 
wish for - fast furious and very, very slick. 

Sony PiayStation 

* htt p: //szczeci n. top.p \hi ud di &/ 

Yes, you did read that correctly. 
Psemu is a work-in-progress 
PlayStation emulator It may be far, 
far from perfect (there's no sound, 
FMV isn't supported, and almost 
every single game you try to run 





will glitch, crash or stubbornly refuse to 'go' at all), but 
it is interesting. Especially if you're a lawyer for Sony. 
You will, of course, need an official PlayStation CD to 
play - just pop it in the CD drive and 
you're off - not to mention official Sony 
PlayStation hardware ROMs, which are 
illegal to copy. How about an offidaf 
PSX emulator, Sony? 
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Ever since man first gazed 
forlornly into the sky and 
witnessed the majesty of the 
soaring eaqle^ he has wanted to 
harness the power of flight. Ever 
since Paul Presley discovered 
that setting fire to gunpowder 
makes things go bang, he's 
wanted to combine the two in a 
merciless arena of aerial death* 

® RECENTLY I WAS TASKED WITH SEEKING OUT 
the world of the on-line pilot and 
conquering it. "Make it hend to your iron 
will/' said the editor. "Dominate them, 
dominate them all. And if they don't break, 
destroy them, for they ^ re the unbelievers^ the enemy of 
all that is pure. We'll pay you the usual word rate." 

Where to start? Where else but on the phoner blagging as 
many free flight sims as possible from software houses. 
Fortunately I'd already been playing quite a btt of NovaLogic's 
F'22 Raptor, over an on-line network called Nova World. 
Admittedly I'd only installed the software because Td once 
heard of a porn star called Nova, and was hoping there would 
be some kind of link. But in the three or four weeks that I'd had 
it on my PC, I'd been having quite a bit of fun. It's hardly the 
most in-depth of simulations, but it is highly playable on-line. 
NovaWorld offers a choice of death matches or team-based 
wars, and both are constantly buzzing with fellow pilots, all 



line! 
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Dia PILOT CHA 



Each game has its own unique way of setting things up. 
Visiting any of these sites will explain haw to do it. 
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with silly names like 2nd Lt. Death Bringaa, 
Capt. Chooch and Prezzer. 

NovaWorld is very insular though, very self- 
contained. And although It fulfilled my basic needs, the 
flight sim bug had bitten and wasn't going to let go until 
rd fed St with more, f-22 ADF, from DID. was the biggest flight 
sim I'd played of late. Let's see what it could offer. 

Big guns 

Right away there was a problem. Just setting up a match in 
ADFv\ias a tiresome affair Rrst I had to log on to DID s Pilot 
Chat area, post a message asking for opponents^ and then 
constantly reload the page until there was a response. Mot only 
that, but I also had to find out what my IP address was in order 
to set anything up. IP address? You might as well have asked 
me to develop a working peace process for Northern Ireland or 
enjoy the sport of curling. Luckily, DID are busily developing a 
full-scale, multi-vehicle electronic battlefield system, so 
somewhere in the future things will be easier. Or so they claim. 

Virtual squadrons 

My adventures in the digital skies weren't getting off to a flying 
start. I decided that rather than face the rest of the games in 
the pile beside my desk one by one (games such as F/A-IS 
Korea, Joint Strike Fighter Bud Longbow 2), I should try and 
find an easier way to set up games. 

The Net is swarming with 'virtual squadrons' - groups of 
like-minded gamers who have banded together to find solace, 
kinship and people to kill on a regular basis. DID's website 
offers a few links to various squadrons {mostly flying EF2000, 
but a few f-22fers have started to appear). 

Two of the most notable (by which I mean two that actually 
returned my e-mails) are the 64th Global Fighter Squadron and 
the 1 03rd Flying Bulldogs, both running regular meetings using 
F-22 AD f, F/A- 18 Korea and others. Although both squads have 
pretty decent websites, most of the co-ordination is done via 
ICQ, an application that seems to be de rigueur among on-line 
pilots and is well worth downloading. 

The war of the future 

It's still early days for on-line sims. Several companies {notably 
Nova Logic and DID) have begun to realise how big this area 
could be and have started catering for players, but there's still 
work to be done. f\flore support needs to be given and more 
facilities for games to be organised - chat forums, 
bulletin boards and hang-outs. The ne)ct step is 
obviously the electronic battlefield, but until 
DID release any details we'll have to keep 
doing all the work ourselves. 





Sites of interest to the 
dedicated on-line pilot 

OfCft (home of f -22^00 

• www,did,caiii 
Grajshic Simulation 

{F/A~t8 Korea) 

• www.graphsim.com 
^^ir^jE^.i tii^r {F-22 Raptor 
and NovaWorld) 

• www,novalogtc,com 

(subscription-only flight sim 

magazine) 

« www.elo.cam 

Combat Simulations 

(dedicated flight sim site) 

• www.cotnbatsim.com/ 
64tli Global Fighter 
Squadron 

• www.swalfis.demon.co.iik/f22/ 
1Q3lni Filing Bulldogf; 

■ www.mdmak.demon.co.uk/ 
f22mdex.htm 

(on-line chat arkd message 
application) 

■ www.mirabilis.com 





Cjie on-soms saga of 

Itima #nlme 




- bp Annette ^eattuell - 





ritannia at toar 




For the last few montfiSr Ultima 
Online players have been able to 
live out their lives relatively 
peacefully. But that's changing as 
we speak, for the land is rumbling 
with events of greater magnitude: 
the first real 'plots' have started. 

B«to.plottf, netD feangtr 

Until now, most of the inhabitants of Uftima Onlm 
have had to console themseives with doing little else 
than hunting rabbits and robbing corpses to get their 
kicks. It's tal<en Origin a whife to get their Virtual 
world' to a stage where they're happy with it and 
now they're coming in to join the party. A number of 
new Origin controlled 'plots' are now kicking off 



throughout Britannia, which can only be good news 
for regular players. Those demanding some sort of 
'proper' plot for Ukma Online should now be 
silenced. Everyone can now take 
part in the unfolding story with 
each skirmish and quest adding 
to a truly epic battle of good 
versus evil Here's a taster of 
what's happened so far, . 



^isa^aimtion in Wmsit 

A group of ores and human mages calling 
themselves The Zog Cabal recently staged an attack 
on the city of Trtnsic. During the attack, an assassin 
slipped into the city and murdered Hartham, the 
Trainer of the Guard, The murderer then poisoned 
himself rather than be captured by the player heroes 
who arrived on the scene. 

Later, at the wake arranged by the grieving 
citizens of Trinsic, a hooded stranger announced 
that Hartham's death was just the beginning of a 
campaign by the Zog Cabal to unseat both British 
and Blackthorn and bring chaos to Britannia, But 
the stranger disappeared before he could be 
questioned further. 

Recently there have been several sightings of 
Hartham's restless ghost. The spirit claims that he 
cannot be at peace until hts sword is retrieved and /^^ 
laid beside him. The sword is said to be in the . 
possession of a Black Liche. though its e9(act 
location is currently unknown. 

Cdtial rigfjts for trbllfi 

The city of Vesper was recently the target of an 
attack by trolls, who were desperately trying to 
reclaim their ancestral homes from the 'humies'. 
The unlucky trolls were soon sent fleeing back 
into the wilds, with taunts from the victors echoing 
in their ears. 
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tlie Imh 



The whole of Britannia was 
recently placed in great peril by 
the activities of two evil Nches - 
KyrnEa and Lathari. Outlawed for 
conducting "vile experiments" 
{involving human body parts - not, thankfully, cute 
bunny rabbits), the pair somehow returned to a remote 
tower somewhere on the south coast. The sage 
Humbolt discovered that the liches were constructtng 
some kind of device that was "corrupting the flow of 
the ethereal current". Immediately an army of brave 
players was seen marchirrg off to sort them out. 

There ttief witnessed the full depths of the liches' 
nastiness. Catling forth her powers of necromancy, 
sl^rnia animated an army of undead heroes to attack 
the advancing forces of good, while she bombarded 
them with spells from the safety of the tower. 

Despite the odds, the heroes fought their way to 
the liches' stronghold but were ultimately deprived of 
their prey. Displaying an unusual sense of savvy for a 
villain, Kyrnia hurled fireballs and insults before tele- 
porting away leaving the artefact wfth the heroes. 




The troll attack on Vesper provides a 
good opportunity for posing and bravado. 



Th e new Tra i ne r of th e G u ard, 
CrawWorth, uncovered a number 
of misdemeanours committed 
by Juo'nar, the leader of the 
local paladins. As welE as 
e m bezzle ment iuo' nar was ^ 
also found to have abused his 
authority in other matters. The 
enraged citizens of Trinsic drove 
the disgraced paladin from town. 
He reappeared a few weeks later 
at the head of an army of ettins and ores, and his 
forces made a surprise attack on Trinsic, apparently 
in an attempt to snatch a magical necklace for their 
leader's use. 

Within the last few days, Juo'nar's forces launched 
a simultaneous attack on every shrine in Britannia. 
Though the attacks were repulsed, the heroes 
involved could not glean any information on the 
reasoning behind the attacks. © 



While the defenders of Trinsic beat back the Zog 
Cabat, the murdered Hartham lie-in state. 



Essential StfUima 0nlm site^ 

wn w.QHo.com/towi/c irr^nt.ev ents/c itr rent^eire its .ht nl 
http: tfu Iti ma . s ta rc he d.ca mf 
www.origin.ea.coni 
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Too many dots 
spoil the broth 



The page with its finger on the pulse of on-line gaming. 

Raider Wars 





INTERAQIVE MAGIC FAMOUS FOR BEING ONE OF THE FIRST COMPANIES TO HIT 
the on-line gaming scene, recently put their new Rald^t V^bts into open beta. It's 
a space combat simulation that gives wannabe pilots a crack at eight different ships 
and a plethora of mines^ rockets, plasma torpedoes and other futuristic weaponry. 
While the game is in beta, play won't cost you a penny - great news for freeloaders. 
A pricing structure has yet to be announced, but according to a company spokesman, 
gamers will be eligible for five hours of free play whatever happens, 

it's exclusive to Interactive Magic s service, so if you fancy a crack, point your 
browser at www. i m ag i con line. com/. Q 



Wireplay starts tc 

AFTER A MONTH^S HARD TESTING, " 
the crew at Wireplay have moved 
Qu3k& tl from apen triai to its own 
channel, for the uninitiated, the 
joy of BFs games servke is that it 
runs on an isolated network, and 
thus doesn't have to contend with 
the ups and downs of Internet ^ 
connections. ''Anyone who's played 
Quakemth us will know all about 
the system's amazing performance," saj 
UberFragMeister, Adrian Manning. "But 
way that Quake // runs. We're achieving 
using standard 28^3 modems!" 

In addition, Adrian and his team havi 
Quake li levels and add-ons: Capture th 
Sexes and Team Fortress are all on theii 
the army of 37,000 registered Wireplayi 
the original game, the latest versions oi 
Wireplay client, all available from wwvi 



www.cool_slte_to_vislt.com 

http://www.ogllbrary.com/ Online Gaming Library , . u^>|l||ll^BW 1 

IT MAY LOOK MIGI1TY PANTS, BUT DON'T LET THAT PUT YOU OFF. PUT MHiHi^^^BBl^B 

simply, the Online Gaming Library is an essential bookmark. If you've ever I'l^^ HSSSSSeH^HI^I 

fired up your dial-up and played network games over the Internet, check nMHi^^^^^^^^^^^^H 

out OGL before you do anything else. It lists most if not all the gaming sites I 

on the Internet, together with their associated costs, system requirements 1 1 ^^^^g 

and even the odd screen shot But it doesn't stop there ^ Take a gander at I ■ | ^^^^^ , — ^^BS^^^ 

one page and it'll point you to others that may be of interest to you. if II i |j Mjj^^^ 

show you which games rock and which games are a crock; which games l^^^nflj^SS ^^^j^^H 

have turned up their toes and no longer exist; which networks are the ones ^^^^^^^^^^S: ^^^^^^^H 

to be seen on^ There's even a jargon page, so when someone shouts, "Tm ^^^^^^^^^^^ggj^^^^^^^^^ 

an ifnplementor! " vou'll know not to blow raspberries. „ ... ... .. 

^ ' ^ . V . Fi^Q "QIV- but it s personality that counts. 

The various sections of the site form a bookcase down the left edge of 

the main screen, enabling you to jump straight to action games, RPGs, strategy games, sports games, puzzle games 

and many other areas. There's also a chat system and message board, giving the site a friendly atmosphere. While 

the navigation and graphics do feel on the crusty side, the wealth of information contained on the pages more 

than makes up for it 1 



Microsoft full of bugs - official 

SOON TO ARRIVE AT MICROSOFT'S INTERNET GAMING ZONE IS OUmARS, A 3D 
blastfest with a plot lifted straight from Starship Troopers. In essence, tnsectoid 
vermin from the Hydra constellation are running amok and biting the heads off decent 
Americans. It's your job to dust down the industrial bug gun and splat them dead. God 
bless Uncle Sam, and may the Force be with you. 

OutwBri players are able to swim, jump^ jetpack and fly planes around the game's 
diverse 3D world. According to Microsoft^ the strategy element is just as important as 
the action; although this is something that remains to be seer. Tfie game is as smooth 
as a non-stick saucepan on the platform it was designed for, so if you've got a Pentium 
II, MMX, AGP and a rack of force-feedback game peripherals, we all hate you. 

The Outwars homepage is at www.microsoft.com/games/outwars, and Microsoft's 
Internet Gaming Zone is at www. micro soft com/uk/gameszone. 0 



THE INTERNET COUNCIL OF 
Registrars (CORE) recently 
announced plans to introduce 
seven new domain names by 
March this year - .firm, .mfo. 
flpom, .rec .shop, .web and 
^arts. However, not only is it 
unclear as to who has the 
power to make tfiese domains 
live, but Network Solutions, 
current holders of the 
government contract to 
register, administer and charge 
for top-level domains, also 
contest ownership of them. 

» Adding to the confusion. 
iRI's chairman has stated 
that only the Internet Assigned 
Numbers Authority has 
jurisdiction over domain names. 
To cap it all, Network Solutions' 
contract expires in September, 
and the National Science 
Foundation has asked them not 
make changes to the domain 
^Hme system in the interim. 
While many have requested a 
new, separate body to handle 
domains, the US government is 
worried that allowing anyone 
to add domains could throw the 
ommercial Internet into a state 
I chaos. 

! information \ 



Let's hope the real thing looks a little 
less pants. 
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SOCCER % 




As with most footie games, the Al 
is not without its problems. 



o 



Is ycHir performance on the virtuaf soccer pitch more 
Barnstey than Man Utd? Is your defensive record more 
akin to Spurs than Arsenal? Are you more like Andy 
Cole or Audi Peters in front of goal? Martin BramalE 
and Jeremy Wells welcome you to the PC Zane school 
_ of Actua Soccer 2 excellence. 

^K^^^k HE GREAT THING ABOUT 

^^LJ 'ArTi/a Soccer 2 is that it's 

^^^^^^^r fast, easy to control and 
^^^^^^ easy to learn. When you first 
start playing it may seem very 

hard to score and you'il get thrashed - this 

IS because you don't know how the 

computer A I works, Ttie first thing to 

remember is that the Al isn't perfects but 

you've got to learn to live with it and play 

within it to succeed. At times the auto- 
player select will frustrate you as control 

switches from player to player while tfie Al i — 

tries to keep up with the pace of the game. 
Live with it, and if possible learn to ejcploit it by playing through-balls when you're 
playing against human opposition. The PSX version of the game had a useful feature 
that enabled you to keep control of a player (by simply holding the right shoulder 
button). Sadly this innovative feature was left out of the PC versioa but Gremlin have 
promised us that the next version of the game will include such a feature. 

The bends 

When you first start playing, we suggest you stick to the 'Amateur' or 'Semi- 
professionar skill. While you won't be able to bend the ball as much when 
shooting, the Al in other areas is more helpful in that the ball will stick to players' 
feet more easily, enabling you to twist and turn and beat defenders, and your 
passing will generally be more accurate. It goes without saying that if you're not 
having much success with England or Lithuania, try switching to Brazil or Germany 
and playing friendlies against Luxembourg or Saudi Arabia to improve your basic 

ball skills and confidence. 
If you're leaking goals like 
Barnsley, try playing with a 
more defensive formation 
(see Formations panel, next 
page). We also suggest 
man-to-man marking 
instead of zonal, and 
recommend you play a 
passing game that enables 
you to build up your attack 
from the back. Once you're 
more adept on the ball, 
switch to 'Professional' or 
'Interna tioriar level. 





A shoulder barge (top left) rather 
than a slidng tackle (right) might 
be the better option in the area. 
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Defending 

Defending is an art. And here's how to 
become the iackson Pollock of the Acttia 
Soccer world. 

There are two ways to perform a tackle 
in Actua Soccer 2. The first is to run into 
the player with the ball and try and 'barge' 
him off it. You don't need to press a 
particular buttoa but you should try and 
make sure you're ready if and when the 
ball breaks loose. Use your pace (by 
tapping the speed -burst button) to try and 
shepherd the attacker into an area of the 
pitch that isn't so dangerous, so that if you 
do give a free kick away it won't allow the 
opposition a shot at goal. 

The other way to stop a player bearing 
down on your keeper is the 'sliding tackle' 
- ttie term implying a slightly reckless 
lunge, not the result of naked bobsleighing. 
This kind of challenge is best taken as a 
last resort or only when supremely 
confident that you can come away cleanly 
with the ball. More often than not, especially if you're new to the game, in the box or 
just plain clumsy, the end result will be a free kick^ a possible booking or even a 
sending off - you have been warned. 

Scoring 

The range of shots available in Actua Soccer 2 is vast, but the nature of the game 
dictates that longer- range shots are more likely to fly in than tap ins from within the 
box, due to the cat-like ability of the keepers. Experience suggests that a pile driver 
from just outside the area, preferably at an angle and with a bit of after-touch, will 
find the back of the net. Keep your eye on the power bar to get maximum power to 
your shots. You may even want to try holding the shoot button down until you 
manage to pull defenders out of position before letting off a shot. Remember that 
your chance of success will be much higher if you can have a quick took and then 
angle your shot accordingly. For example, if you switch the attack across the pitch 
very quickly and the keeper is still at the far side of the net, a low shot right in the 
corner should be enough to beat him. 

Alternatively, try pegging it down the wing and putting a high ball into the box. 
To trigger a first-time shot volley overhead kick, diving header etc, get your player 
into position and hammer away on the shoot button while the ball is in the air This 
method of attack isn't as fail- safe as it was in the original version of the game, but 
you will enjoy some success with it if you persevere {it also looks good). 

When you get through on goal, always try to check the keeper's position, as they're 
very good at narrowing the angle and seem to have elastic arms. Consequently it's 
very difficult to score from close range, so if you're getting too near the goal, turn 
back and try a shot from further out If your path is blocked, try shooting at an angle 
across the face of the goal and using after-touch to bend it into the net. 




We got best results with 4-4-2, man-to-man 
marking and playing a passing game. 



A &hat with plenty of power from just outside the area will often find the back 
of the net (top). Alternatively, try putting in crosses - but don't get too dose. 
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Play<er) maker 

You may want to design your 
very own uber-team to take 
on the world, tn which case 
consider these factors when 
designing a team: only spend 
points on 16 players, since 
there are no suspensions and 
you only ever need 11+ five 
subs. Concentrate on speed, 
handling and shooting when 
assigning players' points. It also pays to 'spend' a bt on your keeper. 

Alternatively, put all your eggs in one basket and create a 
superhuman striker* switch to long-ball tactics and play him up front as 
the ultimate target man. Much more effective than Emile Heskey, and 
more fun than supporting Leicester, 




Chip shots [executed by pressing the shoot button and rocking back on the pass 
button simultaneously) rarely get past the keeper, so don't even bother. However, if 
you manage a quick break it is possible to score with a long pass (lob) from just over 
the halfway line - especially if Seaman is In goal. 

Passing 

Opportunities are created and goals scored 
by pulling opposition players out of 
position. Create chances for your team by 
keeping possession and passing the ball 
around in midfield. Switch play from wing 
to wing using the long pass, and use one- 
twos (by double-tapping the pass button) 
to create space. The speed burst is useful 
to beat defenders when you have the ball, 
though be sure not to change direction 
once you've knocked it into space or you'll 
lose possession. Also, use the speed burst 
sparingly as it affects the players' 
performance, especially when shocrting. 

The through ball should be used sparingly - there are no perfect positions from 
which to try it, but some players will have mare success than others. The best time to 
try it is when attempting to pass the ball up the pitch rather than sideways or behind. 

Always try to vary your tactics and change your formation accordingly to keep your 
opponent guessing. If you're playing 5-3-2, try to bring it up from the back using your 
wing-backs. If you're playing 4-4-2, try hoofing it up into midfield and using your 
midfielders to run onto the ball. If you use the speed burst correctly you should be 




Playing the ball over the midfield 
often gets results. 
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able to get into a shooting position before your opposing defenders know what's 
going on or execute a sJick one-two with one of your forwards. It's not pretty, but it 
often works. To combat fatigue, bring on fresh legs in the second haif. 

Remember to play players in their positions and pass the ball rather than run with 
it. If you use a defender to charge up the pitch with the ball and let off a shot, you'll 
be left short at the back and open to counter-attack. Also consider that defenders 
aren't usually very good at shooting (check their stats), so work on passing the ball 
from defence to midfield to your front men to increase your chances of scoring. 

Free kicks and set pieces 

When you get a free kick, the view will 
change to that from the dead ball camera, 
enabling you to see exactly what's going 
on upfield. By moving up and down once 
you've highlighted a player, your players 
should start trying to run into space. 

If you're close enough to goal you'll be 
able to have a crack - highlight the player 
nearest the part of the net you want to 
aim for, and then use the direction keys to 
bend the bail towards the net. You'll have 
more success on 'Internationar setting, as 
this enables players to bend the ball more 
than on 'Amateur'. Remember to let the 
power bar increase dependent on how 
close you are to goal - full power from 
Shearer on the edge of the box and the 
ball will probably end up in row Z. 

It's very difficult to score from corners^ 
but you can create chances in the boK. Try 
highlighting a player and moving up and 
down, and your players will start to run 
around trying to find some space. A decent 
cross followed by the hammering of the 
shoot button will lead to your player trying 
a first-time move - header, volley etc. 

As far as penalties are concerned if s a 
bit of a lottery. The keepers in penalties are 
all computer control fedj and no amount of 
key-pressing will change that. Again, the 
amount of swerve and bend you can get 
on the ball will depend on which setting 
you're playing at and which player is 
taking the kick. Also, you may need to watch the power bar - you don't need to blast 
it every time. Try hitting a shot as softly as possible, as this often fools the keeper. If all 
else fails, try banging it in full power, dead straight and watch the keeper dive out of 
the way. You won't score all of the time, but then who does? © 
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It's very hard to score from 
corners and free kicks, hut 
penalties are another matter. 
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Formations 

4'"4"2 The standard 
Enghsh formation - solid 
as a rock. The defence 
play in a line and hold 
firm until opposing 
forwards are almost 

upon them. This formation will also give you a 
decent presence in midfietd, enabling you to 
spring into attack like a startled gazelfe. Think 
Arsenal on a good day. 

4" 3 "3 For ward - 
thinking and quite 
adventurous - it could 
leave you a little 
vulnerable if the 
opposition starts trying 

to play through-balls in the centre of the park. 
However, the extra player up front will offer you 





more attacking options, and if faced by five at 
the back or a sweeper system you may find that 
two forwards just aren't enough. It works for 
Wimbledon. Sometimes. 

4"5"1 Again, a more 
defensive formation than 
the first two. This should 
help you keep opposition 
strikers in check as well 
as ensuring a strong 

presence in midfield. The only drawback h that 
you're left with a solitary player up front^ The 
biggest consideration here is whether your 
striker is up to it. He's not going to get a lot of 
support, so if it's a custom team you'll need to 
ensure your striker has a lot of pace and 
excellent finishing. Make him pretty big as well, 
then he can shrug off any challenges. If you're 
not opposed to playing a long-baJI game then 
this formation is worth corvsidering - quick ball 
over the top to a Ronaldo-style forward and the 



job's a good 'un. However, if your striker's more 
Robert Rosario than Alan Shearer then you're 
probably wasting your time. Latterly, Spurs 
played this formation under Gerry Francis. Need 
we say nnore? 

5'"3"2 This cautious 
set-up should be a big 
consideration when 
faced by technically 
superior opposition. 
For example, if you're 
playing Brazil, whose forward line is among the 
best - if not the best - in the world, five at the 
back should help give you a platform from 
which to build attacks and should also help in 
controlling a couple of star strikers. Superstar 
attackers or vastly experienced Soccer 2 players 
will rip tfie heart out of an inexperienced player 
with just four at the back. The extra man gives 
you a little longer to see attacks building. Er... 
think Aston Villa. Or maybe Chelsea? 




Oddworld: Abe's Oddysee 

Part 1 - Walk this way: from Rupture Farms to Scrabania Temple 





Dupture Farms 



01 From the starting screen, go 
down from behind the barrels 
and you'll find yourself in the first 
set of secret rooms. Leap over the 
security doors and pull the left- 
hand lever. Go down. Jump over 
to the right-hand platform where 
ihe slig was sleeping - but don't 
hoist yourself up until it's fallen 
down to the bottom leveL Kill the 
slig, chant to activate the portal, 
and save the mudokon. Go back up and get the two mudokons 
to follow you down to safety- You'll have to be careful - tell 
them to "waft to stop them from killing themselves. You can 
get them to jump off ledges by asking them to follow you a 
second time. 

02 Take over the slig and use it to pull the lever, go right 
and kill the other slig. Explode. Go back, and from behind the 
barrel go down. Leap over to the grenade machine, collect 




one^ then position Abe to the right 
of the machine and destroy the 
security orb. Take over a slig, then 
the other, and go right. Shoot the slig quickly and then 
explode. Go back and get another grenade to destroy tlie 
security orb. You can now save the two mudokons. 
03 You will need more grenades to destroy the three bombs in 
onjer to go down. Go straight down again and puil the switch, 




You need many things 
to get through Abe's 
Oddysee: the patience 
of a saint, a full set of 
expletives and the guiding 
hand of Richie Shoemaker, 



then tioist yourself back up to 
the two mudokons. Get them to 
follow you down so you can save 
them. If you say 'follow me' twice and leap, they should jump 
from the ledges. Tell them to wait to save them from the 
meat saw. 

04 Pull on the rope to open the trap, then run to fall through. 
Take a grenade, face the right wall and throw the grenade to 
kill the s3ig. Get another grenade and go down. Destroy the 
bomb hy crouching on the far right and throwing while facing 
left. Save the mudokon. Go up, chant, teap through the portal. 





Even though the PSX -style save game feature is a bit crap. It Is 
possible to keep the frustration factor down by finding and going 
back to savegame areas (denoted by a yeilovH diamond)- Vou should 
also read all the clues you And, chant |ust for the hell of it, and touch 
the stones - you'll pick up loads of hints this way. Finally, get used to 
runningr hanging by your fingernails, tricking your enemies Into 
blowing themselves up, and coming across... 

SLIGS These don't mes£ about if you're in their line of fire. Use the shadows to avoid 
them, and sneak behind them if they're facing away from you. Also, remember that rolling ts 
generaKy quicker than running, but if you need to leap up qukkly it may be better to peg it. 
SCRABS They don't Uke chanting, but the only way to avoid them is to run very quickly. 
To get past th^m, wait until they're below you and th^n run and leap onto the next 
available platform. ThankfuHy these dudes can't cMmb, and they don't get on with each 
other either. 

SLOGS These slavering beasties are short-sighted, so just creep onto the screen. When 
you're ready to run. grve them a smeN of your most potent chuffs just to grab their 
attention, and run Itke the wind. 

BOMBS ARID MINES Wherever you see a rock sack, it means bombs are up ahead. 
Just touch the sack, pick up the rocks that fall out and chuck 'em at anything that's Hkely^ 
to blow your legs off. 
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07 Crouch in the centre of the platform and ihrow the 
grenade across to destroy the bombs. Go and get another 
grenade and come back, crouch in the same place and throw 
the grenade to the right to kill the sleeping slig. Wall^ off the 
lift ta the right. Jump across carefjHy when all three saws are 
at the top, Chant the three mudokons to safety in the next 
mom, then on your way back hoist your way down from the 



left side of the open flap on the right side of the 
screen. Youll drop down, and you can just pull the ■ 
lever on the left screen to call down the lift. Now 
it's off to the stock yards. 

The stock yards 

08 On the third screen from the start is a door on the 
bottom-right of the screen. Go through to access the 
distant platform. Mow go left to summon the porta L 
Jump through. Summon another portal. Get one of the 
mudokons in the top-right to follow you, then creep 
right until the scrab chases you, then run back left 
and jump up to the platform. When the scrab is underneath^ 
run right. You'll have to make three running jumps to get to 
safety - the scrab chasing you all the way. Open the portal 
for the murfokon, then go back and repeat the whole thing 
again for the other mudokon. Once you've saved both, run 
back and jump through the portal. 

09 Prime the bomb (crouch next to it and press 'action'], then 
go left a bit and chant for a secret portal. Go through. Leap 
right and dangle until the siig on the lower level moves off- 
screen. Hoist up and run to the right. Keep running and leap 
to the right-hand platform, and dangle until the slig wanders 
off-screen again. When the coast is clear, hoist up to the topf 
dear the mudokons from the bomb and prime it. Hide and 
wait for the slig to return and blow itself up, then summon 
the portal and herd the mudokons to safety. Leave the way 
you came. Oh^ and that bomb you primed: get one of the 
siigs from the left to follow you - rim right and leap up to 
the platform so it will detonate the bomb. Go back and sneak 
behind the other slig until you can hoist yourself up to get to 
the next screen. 




n 


i 
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10 Wait for the slig to exit rlqhl ttien run after it ar>d 
quickly get up to the piatform, activate the portal and go 
through. Take over the slig, go right and down to kill the 
two sligs. Explode, then get aJl the mudokons to the portal. 
Exit via the portal. 




Hi 



It Run quickly and hoist yourself up to the platform. Save the 
mudokon then open the portaL Go back through the door 
then run back through the portal you just opened - this will 
take you back to a previous screen where you'll have to deal 
with the couple of slogs by getting thenn to run into mines. 




Relax, this part is a cinch. Your biggest problem will be 
befriending the native mudokons by whistling and farting 
- by the way, '6' and '&' refer to the key-press for whistling. 
Remember that levers activate welts, and you can escape 
bees bv hiding behind the chanting mudokons, 

12 Mimic the native mudokon: whistle '6' twice then fart 
nicely. 

13 Mimic: whistle '6' twice, '8' twice, then fart loudly. 

14 Mimic: whistle '668868' then fart. 

15 Mimic: whistle '66886868' then trump a good 'un. 

16 Pull the lever on the screen to the right, and go jump in 
the well to Scrabania. 

Scrabania 

17 Kill the slig by hanging under the platform and sneakily 
darting up and priming the bomb and rolling off before he 
sees you. Head off to the left. Hide in the shadows until 
the slig goes off-screen, then jump up and pull the lever to 
release a boulder upon its return. Pull the iever from the 
left to activate the welL Jump through it and pull the lever 
behind. Now jump through the well. Possess the slig and 
walk it slowly to the right to detonate the mine. Jump into 
the well - you should now be able to summon the elum by 
yanking the bell. Having summoned the elum, ride it to leap 
across the chasm. 
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IS Mimic the mjdokon (say hello', whistle '8G8' and fart - 
yoj'll receive a new power). Tell the elum to wait and then go 
right Chant to destroy the mine. Pull the lever above, mimic 
the mudokon again and take the lift down. Chant to destroy 
the bombs then touch the stone and go back and mtnnic 
again. Then go down. Say 'hello' to mudokon, then whistle 
'668' and fart. When the mines drift right, chant to destroy 
them, and then go yp. Get the elum and come back down and 
leap across to the right You'll need to acquire more of your 
new powers to destroy the bombs and continue. When you do, 
climb on the elum and just run! 




19 With the elum tucking into the honey, go over to the right- 
hand lift and go down. PuJI the lever on the third screen to 
the right and jump into the well on the left. Now you can pick 
up stones to destroy the mine. Mimic the mudokon ['hello', 
'6886' and fart). Destroy the bomb. Pull the (ever and, without 
falling, make your way to the elum. The bees will stop it licking 
the honey and you'll be able to jump the chasm further on. 




10 Tell the elum to wait, jump through the well to switch off 
the bomb, go right and jump in the well - but detonate the 
mine at the same time. Leap on the elum Jump the canyon 
and run on through to the well. Jump in. Leap over to the left 
lift to get a rock, then take the right lift down to pick it up. 
Throw the rock over to destroy the bomb. Go up. take the left 
lift down and touch the rock. Go back round, get the elum 
and go to the mudokon. Say 'helto', whistle '8688' then fart. 





Zl Sneak past the slig and jump over 
the bombs. Mimic: 'hello', '86886' 
then fart Go left and destroy the 
bombs. Pull the lever, jump into the well and take over the 
slig. Go left and kill the slig. Get the elum and jump the chasm. 
Z2 Jump into the well and, while avoiding the mine, mimic: 
'hello'. and fart. Jump into the welL Mimk: 'heilo', 
whistle '868868' then fart. Chant to destroy the mines. 
Be careful at the end there. 

Scrabania Temple 

Z3 From the start, roll left to summon a portal to a secret 
area. Take over the slig and kill it on the bomb. Quickly go 
left/right to create the portaL Then go back left and run right 
to catch the upper platform. Kill the other slig, sneak right 
then left and save the two mudokons. Exit. 
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^ 24 Make your way down to the bottom nght-hand screen and 
touch the stone. Now go up and chant and then pull the lever. 
Go up again and out the exit 

25 Pull the lever on the left then jump into the well on the 
right Now hoist up to the platform on the bottom -left screen 
and fall into the welL Hoist up, puN the lever, go down, and 
when the slig is over to the left pull the Jever and get into the 
well on the right-hand screen. Pull the lever, hoist down and 
run left and into the well again - this time from the ground. 
Hoist up, chant and exit. 




26 On ihe fir^L sci'ecn, hoist down and roll right when the bomb 
is out of the way. Further on, take over the sitg and pull the 
lever. They'll be loads of sJogs after your blood, shoot them 
and the rest is easy. 

27 From the first screen, go left and touch the stone, then run 
right Further on you'll have to use the lift to avoid the slig. 





28 You shouldn't really neect help with this level - it's an 
absolute doddle. 

29 You should be getting the hang of it all by now. The 
difficulty on this one is getting the slig onto the lift 












- . . 





whereby you can pui! the lever to 
hoist it out of the way. Then you 
can use the well. 
30 Fairly simple if you use tricks from the previous area. The 
rooms through the portal are the most difficult. Hang on to 
the platform so that the slig falls through. If you fail to kill 
the slig it would probably be easier to start again. 




31 Lots of running back and forth fn this one, as well as 
getting sligs to kill each other. If you roll left from the roonn 
which has the flint lock, you'll find the hidden areas. Get a 
mudokon to follow you left say 'watt', then go right Drop 
down and roll left. Make your way to the stock yard and 
chant to save the mudokon. then go down, chant and exit 

32 The run to the exit is pretty tricky especially the final 
leg. Jump into the well on the first screen to scout out the 
screens. Near the end you'll have to crouch and roll [press X 
while running) to get through to the ffnal screen. Jump onto 
the ledge, then leap and pull the lever. When the slig is dead, 
jump over to the leverj pull it and exit 

You'll eventually find yourself back at Monsaic lines. Stroll 
on and jump through to Paramenia, See you next nnonth... 0 
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For More Information, Contact: 



Choice Peripherals 
1b\. 0114-2382000 



Fox Computers 
Tel; 0990-744500 



Game Ltd 

Tel. 0181-9741555 



PC World 

Tei: 0990-464464 



Powermark Pic 
Tel. 0181-9567000 



www.orchid.com 




Whether You're Into 
Serious Flight Sims Or 
Hardcore Mutant Blasting, 
Brace Yourself For 
Revolutionary Performance 
That Pumps lUlore 3D 
Reality Into Your PC. 

That's because Righteous 
3D includes some of the most 
advanced features ever 
designed into a 3^) 
accelcraton Based on 3Dfx 
Interactive Voodoo Graphics'" 
Righteous 3D delivers taic 
arcade graphics to the PC. 

In fact, Righteo\is 31^ is the 
first accelerator of its kind that 
can render complex 3D 
objects, realistic textured 
images, stunning atmospheric 
conditicms and incredible 
lighting effects all at full- 
motion frame rates. And at 
much higher heart rates. No 
more blocky pixels. No more 
herky-jerky slick figures. Just 
sharp, clear images that move 
like nothing you/ve ever seen 
on a mcmitor. ^Iiich can 
make good games great. And 
great games tmly awesome. 
So get a grip on reality. And 
see what a little adrenalin 
can do for the system. 



ORCHID 

A Micranzcs Company 



Righteous 3D 





Dan offers two d i f ferent tn ode Is 
of PC that have been specially 
designed for home use by the whole 
family. The dan Home Pius PC is a long 
term best seller but bceause of popular 



demand, wc have introduced the dan Home II Plus. 
Ultilising Intel's new Pentium* 11 processor, this 
system takes PC power to its limit. Both systems 
include multimedia kits, fax modems and collections 
of softw are titles. Younger children can enjoy games 



and educational programs and older ones can do 
their homework, Usten to music, use an encyclopedia 
or even watch TV . Adults can use a word processor, 
spreadsheet and database, send and receive faxes 
and e-mail or gel connected to the Internet. 



MMX Software Bundle 


^^^^ 




mm 





I HI 




*ATi3DC'hargerGraphics Csrd iac hides 
t^vo 3D Games f Wi p&>ut & Asiaul I R igs) 



4:3^ m^'^ 




•iur. XpLoriJ PJiis idan Hume Plus 
li J. I ■.•■■,M?:l j!ic MK2 with jiip Drive UpjjratHi: 



I20D0 

COMPUAK 



Choo56 one of tha two 
software packs with the 
dan Home Plus PCs 



dan MM Software 

! Serif Pttgc Plus, 
MS PUiafor Kids.MS Schcol 
[J a..s ( Dinosaurs Mu!ilc;iI 
iMtramentEi, 3D Movie Maker, 
[■[dlbender- C'reaiivt' 
Writer & 
MS CD 
S;niipl.T 



m 

fib 




m 









or 



dan MM Software 
Pack 

AuioRouTc Esprcsa, An Gallcryv 
M Liltimcdia Cio I EntertainmenT 
Patk&MSCDSLimpltr. 




dan Home Plus 



Pentium Processor System 



/Ti 



. 32 MB EDO RAM 

■ 4.3GBEIDEHDD 

• Intel Pentium - Processor with MMX ^" 

. 51 2KB Pipeline Burst Cache Memory 
. Intel VXctiipset 

■ 2MB ATi 30 Charger Video Card + 2 games ' 
. ATi I S A T V T uner & Teletext Card 

. 1 5" Su pe r VGA UR N/l Mon itor 
[Viewable size 14.4" -351 mm) 
. 56KBPSVoiceFax/Modenn(UKon[y) 
. 32MAX EIDECD-ROM 
. SoundblaslerAWE64 0EM 
. dan Hi-Fi PowerSpeakers(i5t}WPMPO) 
> Midi Tower Case MK2 with PS U 
I Mtcrosoft tntetii Mouse" 
I Faal EIDE PCI Hard Disk Controller 
I 1 .44MB Floppydisk Drive 

■ 1 Parallel &2 Fasl Sertal Ports 
. Win 95 UK Keyboard 

■ MS Sidewinder Joystick, Microphone 
I Windows 95 

. MS Works, Intuit Quicken eSE, Encarta m US, 
cian MM Software package 1 or 2, 
M(VI.X S<^ftwsreeundle. Utllmatt 
Hufnan Body, Space Ststtiori 
S irnu lator. The 3t(J Dimen sion . 
Pod, Timetabfos of Technology 




APR ig.9% 


20CMMX 


£1035 


£1217R 




233MMX 


£1068 


£ 1255 i 


£45.02 1 



AIE Dan PCs are 
^ear 2000 cornpEfarit 



"We sensed from the outset that Dan's subrrdsi^iion would be a high 
quality one, Opening the tiox reveals a neatly packaged collide Lion 
of components and extras as opposed to the all too common tombola 
affair. The midi tower case has useful slide oft access panels. 
Removing the left panel revealed one of the cleanest sy.sitem designs 
we have ever seen. Not one ciible crosses the motherboard, as they're 
alt sited in one corner next to the vital components they ser\'e to connect... A 
predictably good system from Dati, and one that almost perfectly balances cost 
against features and performance. Dan's Home Plus deservedly takes ttie honours." 
WHAT PC, Hest Buy dhw iiomv P!iu;233), OctV? 



WHAT 

PC? 



/Vdd-ons 






TX Chipset Upgrade (w/ SDRAM) 


£ 14 


Boi 
17 


Additional IAMB EDO Memory 


£ 23 


2S 


Additional 32^fB EDO Memory 


£ 45 


53 


6,4GB HDD upgrade from 4.3GB 


£ 47 


56 


15" CTX 1 569UA Monitor from 15'' 


£ 53 




17" CTX 1 769SE Monitor from 15" 


£125 


147 


17 " i iyama S6 1 7T Moti iitor fnint 1 5 " 


£240 


3S2 


Joypad 


£ 25 


30 



Upgrade the dan Hi-Fi speakers to H Creative PC-DVD Encore D x r2 dvd rqm Drive & mpbgz oecoti&r 



DP Subwoofer & Speakers £ 28 a 33 uicv.at) 

Yamaha Ml 5 Speakers £ 21 c£ 25 lucvat) 
Yamaha Ml 5 Speakers 

wtlh MS10 SubWoofer E 78 (t y2 mcvAT) 



Save on MS Office 97 



MS Off ice 97 for students £1 Olane incVAT} 

I^2SS More peop Ic qualt fy for this M icrosoft offer. 




The Creative PC-DVD Encore Dxr2 gives you 
.iCLCsstoadvaticed DVD tcchnologieis such as 
1 M I ' EG - 2 V ideo enh anced tor h igh defl n it i on and 
J smoothness. Dolby Digital (AC-3) audio with 



surroLLiid >(.>und, and massive high speed storage. 



Upgrode trorr- 
32x CD-ROM 

E127 

(£14^ sncVATt 



PC De 5 ktO p V i de O Ca m era requires pre-tnstaifed TV C^rd 



This new desktop video camera, designed for use with apre-installed 
TV card, tises a 1/4" Colour CCD {270K pixels for sLiperh video 
output for video conferencings video 

capture and still image applications. £ 83 (f 98 incVAr j 



Carl ND:BS:4giI« 

ISO tmi&i ««s (Bs jrsfl R 2j 



go direct to dan 





[i4idj!Jji l:i4^iHJj^ 

^ HTS HITS m 

mm"^ mmin unmn 



B»Dn-3ilr 





A nitKlem is your gateway lo the outside world. The 
dm Home Plus, dan Home [j Plus, dan Xploraand 
dan Xplora Plu s a 1 1 includ e a high speed y oice f axmodem ;is slai] dartl. You can 
now send and receive faxes from your PC as well as talk to millions of other 



computer users through PIPEX DIAL. This trial software is 
included to give yon 28 days (or max 24 hrs) access free of charge 
with details for a fill I system upgrade . Y ou can ' surf the I NT E RN ET j 
find information on almost any subject.or even do some shopping f 



dan Home II Plus 



Pentium II Processor System 



E2 



^ 32MBSDRAM 
i FasM.SGBEiDEHardOtHk 
t ! rttei Penti um°l I Processor with M MX ™ 

with 512KS Cache Meinory 
► 4M6 ATI 3D ChargerAGP Video Card +g3rr^s 
k Hauppauge PCI WtnTV Card 

* 15" Super VGA L/RN/I Monitor 
(Viewable size 14.4" -351 mm) 

* 56KBP S Vorce Fax/IVI odem ( U K on ly) 
I 32^tAX Speed CD-ROM 

I SoiJndblasterAWE640ElVl 
t dan Hi-Fi Power Speakers (i sow pmpo'i 
» Midi Tower Case JV1K2 with PSU 
y Microsoft htelllMouse"' BH 
^ Fast EtDE PCi Hand Disk Controller ■B 
y 1 .44MB F lop py Disk Drive 
i 1 Paral lei & 2 Fast Serial Ports :?vfc 
» Win 95 UK Keyboard 
t MS Sidewinder Joystick, Microphone 
t Wir>dows95 
t MS Works, Intuit Quicken 6SE. Encarta 96 US, 
» dan MM Software package ■tor2, 

MMX Software Bundle. Ultmiate 

Human Body, Space Station 

Si m u later, The 3f d D rrr en s ion , 

Pod, Timetab le 5 ot Tec h nol ogy. 






£1190 


£1399^|e50.Q91 




e1229 


£:1445H'e51.71 | 


1 300mhz 


£1335 


i:1569H[e.56.08j 



dan Xplora 



Entry-level INTERNET PC 



16MB EDO RAM 
Fast 3 2GB EIDE Hard Dtsk 
I ntel Pe n ti u Processor wi th M MX ' 
512KB Pipeline Burst Cache Memory 
Intel VX Chipset 

2MB EDO RAM/64-bit Graphics Card 
14" Super VGAUR N/l Monitor 
{Viewable size 1 3.4" - 335mni) 
56 KB P S VoiceFax/Mod e m ( U K o nly) 
32MAX EIDE CD-ROM 
SoundBlaster 1 6 Sound card 
dan Advanced Speakers mowpmpo) 
Desktop Case with PSU 
Microsoft InteiJiMouse"" 
Fast EIDE PCi HDD Controtlsr 
1 .44MB Floppy Disk Drive 
1 Parallel & 2 Fast Serial Ports 
Win95UKKeyl3oarel 
Microphone 
Windows 95 
MS Works Suite, 
Intuit Quicken 6SE& 
MMX"" Software Bundle (5 WIes) 




200MMX 


£ 790 


£ 929 


HI £33.54 




£ 623 


£ 968 


U|£34.9t 



Deliver}' cost to mainlcind UK for 
one Ky^tem is £ 19 {£ 23 ine VAT) 



dan Xplora Plus 



High-end INTERNET PC 



■ 32IVIBEOORAM 

■ 4.3GB EIDE Ultra DMAHDD 

■ I ntel Penti u nf" Processor with MMX 

■ 5 1 2K B Pi pe I i ne Burst Cache M emory 

■ Intel VX Chipset 

2 MB e DO RAM/54-bit Graphics Card 
. 15" Super VGA L/R N/l Monitor 
(Viewable size 14.4" - 351 mm) 

■ 56KBPSVoiceFax/Modem (UK only) 
32m^^ EIDE CD-ROM 

■ SoundblasterAWE640EM 

■ dan Hf-Fi Power Speakers (isov^pmpo) 

■ MidiTow©rCaseMK2 with PSU ni 

■ Microsoft IntelllMouse" 

■ Fast E I DE P Ci H D D Controli er 
' 1 .44 MB F lo p py Di sk Dri 

■ Win 95 UK Keyboard 
' Micnaphone 
' Windows 95 

■ 1 Parallel&ZFastSerial Ports 

■ MS Wo^t^s Suite, 
Intuit Qujcfeen6SE& 
MMX"" SnftwareBundte {5 titles) 



i 




200mmx 


£ 896 


£1053 


i 


]| £37.90 


233MMX 


£ 929 


£1092 




IU39.2S 



Editore 
Choioe 



5 



"Wc judged the PCs in this month's group 
test on tht^e main criteria: performance, 
price and internet rt:adinesH...Therc is 
usually quite a bit of hand- wringing over 
our Editor's Choice award, but not this 
month. -Sheer vahic for money, performance and a no -strings 
iiitemet access trial means that this month's wiimcr just had to 
be the Dan Xplora Plus/166XT. It is well built, well specified 
and is one of the few machine y to be tnily internet ready. Superb." 
PCWt Edilor^s Choice ilan Xplora rius/ 166X1 , SeprV? 




dan Xplora II Plus 



with Pentium II Processor 



A new supercharged version 
of the bestseliing dan Xplora Plus 
with Intel Pentium ^11 Processor, 
LX Chipset & SDRAM Memory 



233mmx 


|£1011 


£1188 


m 


[£42.66 


2S6mmx 




£ 1234 


Hi 


' £ 44.28 


300mmx 


£1156 


f: 1359 


S3 


£4866 



dan technolojjv' ltd 
1 997 Service Award 



5 JGBEIDE RDD Upgrade £35it41 .ncv.^T) 
4MB Xpert(ty work VitlLM) Card £50 \£ 5 y mi;V AT> 




Personal FINANCE 



A monthly 
^ payment 
% scheme is now 
available to 
private pur- 
chcisens, sub- 
ject to status proof of identity'. All 
yOLi wilJ need to pay at the time of 
purchase is a 10% deposit of the total 
value (credit cards are acceptable). 
Six months later you can choose to 
pay the outstanding amount in fuil 
without interest, or you can spread 
the haJ ance over 36 months at 1 9 . 9% 
APR. A typical example of a pay- 
ment cidculation for a Ditn computer 
co.sti tig £ 1 22 S i n cL V AT woul d be: 
£ 1 228 +£18 (delivery)=£1246 total 
ca,sh price, payable by 10% deposit 
of £124.60 follosvcd by 36 monthly 
direct debit payments of £43.80 
(19.9% APR). Total amount paid 
over 36 months will be £1704.64. 
Written {.[uotations are available on 
request. Dan Technology Ltd is a 
licensed credit broker. 



How to Order 


Coniactours^tes Staff by: 


Phone: 


Oiai-8301100 
0113-2591200 
07000 DAN PCS 


FAX: 


0181 -S30 1122 
0113^239 0€52 


e-mail: 


sales^dan.co^uk 
sa1es@leeds.dan .co.uk 


Post: 


Dan Techfiol ogy Ltd 
Ironbrfdgs Close, 
Great Central Way, 
London NW1D ON W 


formoreinfo, visit our Web site: 
h(tt|[»://www.daft.co.uk 



Watch TV & TELETEXT on your PC 
Aft 



Csptur& Pictures 
and Vid&o Clips 



included as standard 
in dan Home Plus PC 



( Requires ATI Video Card with AMC connector) 
MiJJI This card combines TV program viewing with video 
recording on your PC. ll enables the PC' to horUKorily 
receive TV broadcast signals directly from ^^^^^^ 
an aerial or cable and display a live TV 
prograjTi on your standard VGA monitor. 
You can connect it to a VCR, laser disk 
player or camcorder to capture images or movie 
clips. These can then be saved to disk, copied 
to business presentations, web pages or e-mail. 



In addition to the TV capabi iity you can display teletext pages 
with Fast text Addittonal feamres include; 

Full screen TV, zoom and moviu ehp capture. 
I Savs'^int capture images or teletext pages. 
■ MPEG- 1 Play baek(3 0 tps - supports 
Video CD 2, Kat^aoke etc). 
■ Save captured still images direct 
to Windows Wallpaper. 
C3^nS9^HV9 ■ EnlargeanyareaoftheTVpieturc 
%SBSBBBim^ yon s^l ect. 



^^^^^^^^^ 




I 



Prices valid from 1st April '98 
Opening IHours - London/ljeeds Sliowroom : Mon-Ff i 9.30am-6pm 



London: 0181 830 1100 Leeds: 0113 259 1200 



LOIM DON: Iro nbridg e C lose , G reat Cen tral Way , Lon do n N W 1 0 0 N W. FAX : 0 1 8 1 -830 1122 
LEEDS: 10-11 Feast Field, Town Street, Horsforth, Leeds LSI 8 4TJ. FAX: 01 1 3-239 0652 

Internet: wwWpdan.co.ult e-mail: sales@dan.co.uk vAT@i7.5%EmE 



WARRANTY: 



IaII Dan systems and components ttune 

wi Ih imc year back- [t>bafie parts,'labour guarantee and Lifetime 
HoLlinc tclqifsume sappi^rt. Optionalnext-working-dayt subject to 
L:iLsLc)mcr liKacLon atid time of call) response ON-STTH mjiintcnttncc 
(£42 fyr Lhc firsl year - UK mainland only). 14 DAY MOMil V 
BAC:KC;L A!iA\TEE IFNOl' SATISFIED [excludesipTintciK 
& ■>oftwaTei .Ml soEhvare supplied on orijiLnal cncdi;*, c^ti^pt fcir 
Works whkh tmlv pTit:-iniitalled.on ihe liard disk. Uiin [cLhcujlo^y 
F-yjitcrns prii;;:^ and hpeti ficatiuciii arc iubjw: I [Li thiliiee ^i- jthout riflcicc. All sales 
arc iubj cl-L to DiinTe(.;lun>ltJg.>' Lid tBftns and cmditions, a C4ipv ntwiik-h may be 
oluaicl^d otl KC]U€3ft. PanTHlmalng^isEtradeniuneaf DaiiT-i^knolc^y Ltd 
whkh l^a j;ub»1dlarv' nf Uan TtrhnDLoK.v i1tililiji|;$ Ltd. InXtl [lislde: logo & 
Pent! urn are rci-isterediradciiiiirkij &(ld M>LX I? a trsidemark nfthe Inttl 
Ciirpumliun. All L^a^JeJil^l^L^ acknowledged 
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UltraRacer 3D 



into arcade-oriented games, a decent gamepad 
serves just as well. Opinion around the office 
was divided. Personally, I prefer thfs to a 
gamepad, thougli I'd have to think 
twice before buying or^e. But 
with PC driving 
wheels 




costing upwards of £100 (the 
decent ones, anyway), it comes as a pleasant 
surprise to see a cut -priced alternative. 

Richie Shoemaker 



Manufdcturer: Interact Vlultimcdi 


a 


Price: £29.99 


1751 


Tel: 01204 862026 





^^^^^ IZE mi EVERYTHING, ALTHOUGH 
^^^^^^^ (as most girls will admit] it can 
^H^I W^M ^^^^ >JP ^or a lot. With 
^t^P^^B this in mind, the 
^^K^^^W latest driving wheel 
^^^^^ for your PC sure has a 
lot of making up to do in the it's 
what you do with it that counts' 
department, because the actual 
steering wheel part is 'fun-sizel 

The UltraRacer looks like a cross 
between your average TV remote and 
an old 'eOs paddle device. Compared 
to a 'proper' wheel it's b bit laughable, 
but the build quality is high and the wheel itself 
has just the right amount of resistance to feel 
vaguely realistic. It does sit nicely in the hands, 
though the buttons are a little too close to the 
wheel for my liking. 

The main problem with the UltraRacer is that 
for serious driving fans who demand realism, it 
doesn't quite deliver the goods, and for those more 

Expensive hat 

DON'T GET TOO EXCITED, BUT ANOTHER ONE 
of those fancy virtual reality things is 
coming your way very soon. The UR Gear is 
a "head-activated 3D joystick and PC 
controMer, a hands-free mouse, and a stereo 
headphone with integrated microphone". 
That's what the press release says^ anyway. 
Find out what we say when we review it 
next month. We've got to admit though, the 
integrated microphone has its possibilities: 
no more typing in juvenile insults to your 

mates over the network or, indeed, on the Net* Cue much screaming into a microphone: 
"You degenerate men-drinker" etc when you get fragged for the tenth time at Quake !t 
Interested parties who can't wait yntil next month to hear more about thrs promising 
abuseotron can ring 01342 323525 for more information. 0 



Intel try again 

HAVING FAILED TO MAKE A SIGNIFICANT DENT 
in the games market with their MMX chip, Intel 
are now producing their own 3D chip. The 1740 
will be installed on all their motherboards, 
immediately giving Intel an estimated 20 per 
cent share of the 3D market. The 1740 can 





allegedly hold its 
own against the 
current crop of 
3D accelerators, 
although how it 
will compare to 
Voodoo 2 and PowerVR 2 is anybody's guess. 
Tune in next month for the full specs on the 
new chip. O 



he next generation 

of 3D graphics 
cards has arrived and, 
sure enough, 3 Dfx have 
lived up to their 
previous claims that they 
would deliver a card 
three times as powerful 
as their first one. 
Voodoo 2 provides a 
significant increase in 
frame rate for games 
like Quake lit Forsaken and fncoming (we've 
tested it). But unfortunately that's about atl rt 
does. There's no visual difference between 
Voodoo 1 and Voodoo 2, so existing 3Dfx 
owners who upgrade are bound to be 
somewhat disappointed with what they get 
This will change later in the year, when games 
start to arrive that use the increased amount 
of texture memory and take advantage of the 
speed increase to use more detailed polygons, 
but early adopters will be unimpressed. Well 
be looking at the new Voodoo 2 cards in more 
detail next month, but at this stage it looks as 
though the card that comes with the best 
software bundle (or the least expensive one] 
will be the card of choice for gamers eager to 
upgrade their system with Voodoo 2. Orchid, 
Diamond and Creative Labs all currently have 
Voodoo 2 cards in production, so you can 
expect a price war to start pretty much 
straight away. We'll also be checking out the 
first cards that use the PowerVR 2 chipset to 
see how to see how they compare, though the 
fact they depend heavily on DirectX 6 does not 
bode welL Watch this space... 

Chris Aniiefson, 




■o 



Bigger is better 



^^^^^ RE YOU GREEN WITH ENVY WHEN YOU 
^^^^^^^^k see your console-owrtm^ peers playing 
^^^^^^H their games on huge TV sets while you 

\^^M^^m ^ave to make do with a 15-irch monitor? 
^^^^^^r Wellp we may have the answer to all your 

^^^^ problems. In the last couple of months we've 
been rieviewing games on a Phflips 21 -inch monitor, and the 
difference it makes is quite dramatic. Split-screen games 
suddenly become a viable proposition, and accelerated games 
like Qi/o^e/Make on a whole new dimension, The model we 
used was the Philips 201, which is: a) big, and b] capable of 
displaying crystat-clear images even in true colour at images 
of up to 1600x1200. However, there are a couple of things 
you may want to take into consideration before deciding to 
rush out and buy one: you're going to need a iot of desk 
space for a start, and secondly they're not cheap. The 201 
is £1879, which i5 enough to scare off all but the most 
dedicated of games players. But if you're feelmg a bit 
flush you can phone 0171 222 0833 for more info. 
Incidentally, before you start cursing us for having all 
the luck, we've had to give ours back (damn!). 0 





Top wheel alert 

DftlVING WHEELS FOR THE PC - WHO BUYS THESE 
things? Not our freelancers, that's for sure But then 
they're all a bunch of skinflints, so that doesn't tell 
us much. But we're reliably informed (by, er, PC 
driving wheel manufacturers) that these wheels are 
incredibly popular. So lots of you will be pleased to 
hear that we've just found another one. The Top 
Gear, from Logic 3. retails at a piffling £59.99 (very 
cheap as these things go) and lias auto -cent ring, a 
leather-typG cover, full compatibility with the 
ThrostM^ster formula T2, and lots and lots of 
buttons to make you feel as though you've bought 
something very modern and hi-tech. A review 
sample is winging its way to us as we speak, and 
we'll be checking it out next issue because we're 
genuinely interested, and not just because we want 
to spend all day playing driving games. For more 
info, call Spectra Video on 0181 902 2211. • 




THESE HAVE MADE US 
r OF COMPUTER SOFT 




I 



A DIVISItMfl OF 1NTEFUCTIVE COMUERCIAL ENTKHFRISES LTO 



As ytHi hok thtwigh this maganne you wiH undoubtedfy 
notke other advati for other miU otmr companhs. So what 
tmkes as different to any of them? bVeff, how about this..,.. 



PRICE !! 



You should find Gameplay to be the cheapest supplier 
of PC games in the country. However, we can't look 
everywhere at once, so if you do find a better price, please 
ring us and we will do our best to beat or at least match it 
On top of this, we offer a FREE 1st Class delivery service 
and we don't charge for membership if you are buying by 
n^ail order so there are no^Hidden Charges". The price you 
see Es the price you pay! 



QUALITY !! 



CHOICE !! 



Just take a look at this advert 1 2 pages crammed with 
software and equipment! We try to stock every game 
available and if it's not in stock when you ring we should 
be able to get it for you fast. 



All items are fully guaranteed by both Gameplay and their 
manufacturers. Any product that becomes faulty within its 
warranty period will be replaced hassle free, quickly and 
efficiently. 



SERVICE !! 



Delivery time is normally within 1 working days and our 
packaging has been specially designed to ensure that your 
products arrive in perfect condition (we do not use Jiffy 
Bags!). Also whatever your needs we can help you maKe 
the right choice. Our salesmen are all enthusiasts and do not 
make commission, so they can give you connpletely impartial 
advice. Remember, if you don't like it you don't have to 
keep ft so m make sure we teiiyou the truth! 

These m the guaf/Ctes that ha¥e matSe ^is 
8nt9/n's f wgeff am fastest growinqmail enter 
sufit^fer of computer oames. CAN raCf AffORO 
HOTTOWYYOmGAM^FRmm? 



i 



THE GAMEP«:*X 





Why not visit our 

CLUB SUmSTOME IN UBOS AT THE 
ADDRESS ON THi ORDER fORMi All ITEMS IN THE 
STORE ARB AT THE SAME DISCOl/ATTfD PRICES AS OUR 
MAIL ORDER DIVISION. _ 

i 1 



THE HOUEST GAMES AT THE CWMIST MtiaSlI 



FREE GIFTS 

i 



CD ROM 




EVERY m HUE AN mm rii N«y ami a 

fm CF »FTWME FROM m nil SIFT UH OF 
SOFlVAItE M» UUtSSSIIt. TfiGRE IS R LIMIT OF Ml 
tm m VEIN lUT H MINIMUM mil tm 

T« qmiRT. amWt m mill «us reuive pac 

JTFIT UTUMBE PjUNIR iim Mfl£ «ffUUf i 




2 GOOO 2 S£ TRUE - INCIUDK ULTUWTE SOCCEK MaNAGB 
2. Eapthsiege 2, CAESAt 2. NASCAR 2, Rnbau, ?£2ft,W 

30UlraMini Ga= ei3.?9 

3DULT3AP1HEX.3 £21,f9 

liD MiUfNiu^ £23 .99 

6flei HwiKKidH £20.99 

ACTUAGa^2 £25.99 

ACTUA lC£ HocwEv £25.99 

.AOIJA SOCGK CUS EOTON £9.99 

Acw Sqcc» 2 m... HM £24.99 

AMCf EMPfiE^ £33. f9 

AH64-D LohGflO\v2 £23 99 

Aii!V*'*JiR0*3 £26.99 

AwcA Emulahh CD ( 1 ODis or Amiim guies] £T 4.99 

AFACHE L04GEO'^ & rtND DcxMi ?f.Z\>. £1 - 99 

AtoSl £1759 

hi^Mb Fisr 2.0 (Wln '95'i £23 59 

AwiS ; £29.99 

AtowC BOMBEHhw £1?99 

Q*CK TO Baghiiai}. £17 9? 

a™ Baxu A>JHAAL £16.99 

Ems Of &TEL E20.99 

Batiikiuiib JOOOAD ...E9.99 

Bj^HLI ?il£ 4 - II4CUBAT10W £21.99 

BaTFlK hEWUtt. £25.99 

BEA3T5 S Bu^^lfiS £24.99 

Buui Rifw .^.....^...H ^t2Z.99 

BLOOD £17.99 

BitOGt fAftSTEt Clasejc 'fim Om Shwf £29.99 

BiDKDi SwiD 3 ^, ^„„„ ^„„„£25',99 

BusTAito.iE2 £16.99 

Capitj^l.^ au5 £25.99 

CunuGfiffiCM ^ ET199 

Oy^MAGEDCCw SpiatI Paoc El 3.99 

CaI!T PfsaaON IMjckjsofi) £33.9^ 

Dll? £16.9? 



CoMMAMQ ^ CohauEit ET3.99 

CoMAUUiC & C<)MquEi RED fiiiir .^.£27.99 

Quench: TOOO ixtiauveli foa Red Aieit.,,,.. £7.99 

Co JNTt^s"RlKF - cmzv-i. A.EKT DsT^ Disk £1 1 99 

AfTtRMATH ' CF^IOAL RtD AlfKT CvlTA DbK .£9.99 

Ccm O^EiwTtOHS ■ Off iciAL C&C Dau Dish . .. ...£9.99 




E.v:.i.i..'*t.:i.r.E: . tlf.99 

■ M. 3m. Run 

f. GfTTYsaiHC... .£3^.99 
*J«oi£Oti £'25.99 

.'UHD SHiCtt £^9.99 



OWfflOWHIP MAN«G£li W9a £1 7 99 

Chasm - THf Rif[ £14.99 

Ci*$5MASTEi 5500 £26 99 

Civiu^ATioN 2 £17^*9 

CmLJii.T£)M 2 Da'a Disk.- Q^jpxtl in Ci-iiiiAT!ON£9,99 

CmusArdON 2 Data Disk: Fantastic Woildl El 3.99 

CLA^l0^sn^-f f9.99 

CLOSf CowfiAT 2 ; A ^mi Too Fah £3 2. 99 

CuuEDo £ie.99 

CowEATto £24.99 



Ca^^wKCHE 3.0 [NovAioaO £29.99 

CONOUEST fAilTH £27.99 

CoMflnucroi....... , £27.99 

CovE« &«. Strip Poser £11.99 

CffiATURES ...,..£ 11. 9^ 

Otoe £2fl,W 

C](u5^f! No R!&lfT £19.9^ 

C-^i!src«M £9.9^ 

DE [WO - 1000 RTW iMis FOfl Dootf & Doo^s :.£e.99 

Da^k Colont £24.99 

DA?t hrn £29.99 

Daiw: Rmqes 2: Jedi Knights.. £27.99 

Jedi Data Disk - Myshbies ot the Sm £T6.99 

DARsfciG'. £26 99 

Dlath RiU £12.99 

DuTiHTur DuN^jEOH.... ...£27,99 

DiSTiiucTioN Dim 2 £1 3.99 

Dutio H*i k..h£33h99 

DuBio NfLUiiif; OfFOw &*TA Disk £13 99 

Dmo: Tnt GtHhi FicwTAi loom & Cheat Pack £ 1 6 99 

Dk Hab Thichjy ^„..„„.,„M. 14^99 

DiECA^DtZi £13.99 

Dm^SLK 2 £l3.f9 

Doow 2 1 Ultiiwite Doow + 3O0O 6t!i!Alivas...£ 14.99 

DoGiI £16.99 

DuK£ NuKEM 3D £10.99 

ChJKE NuKW 3D Plutonium Krr £1 6,99 

CKjke Nlw&wi In The Caribbeam £1 5,99 

Dungeon Kimt i2^M 

DEfpf(! DuNGFOJL Dat;^ [)^% Kim Dur-4GeotN KftPfi! .£13 99 
EA CaioiFT ■97: A!mE3 Im £25,99 

EA COHHUiTION - ULUIU ilMDEBWORlD'j ULTWA 7j 

Shadow Casteii, Savaoe Ejuhi^ Wing CoMMAtAfii 
AcAoeMY^ Ponjuoui 1, Mahjomg Pito, S?m Htjuc, 7 
Dties Of Gold ,.,£14.99 

EAinhsiEGE2 £1 2.99 

Ecstatka2 £19.99 

hCfma £24.99 

Ejihumeo £7199 

BrTK?j'E ASSAULT £19,99 

EnuHE PffMii Pack 2 Tav^ Raoh^, Z FIF.A '97£24^99 

Fl Racikg Siw, I'UBisoni £27,99 

F22 A.D.f. ITFX3I £"24.99 

F22 Red Sea Opekatc^s Data D £13.99 

FA J a Hornet £21.99 

FA-iaKoittA £24,99 

Fatai Racing £9.99 

FEE5.EFiiEi £25.99 

FlPA ^RoAD 10 INI WouD Cup *n £29.99 

FiFA Soccer WiiNAGEK £14.99 




WiCROSOFT Fiisifiiwi •NET mPP 

Muinp^DFT SojTwih'CMJFOUJU Data Duic ,-^„,£23r9f 

MoDiD-^ftch^Sw 5 1 .i i-l^J,' VD^K 1- °/p^. £37.99 

^amut 6.0 ■ E%un3 ^ CI 7. J9 

ScfNf^f Da 5.] . Bfir.^M.ii:t5 r i Z Chs';. j«r)£,'9 P9 

ScmanDBf 5.] -EuicPFl E59.S9 

Sauwr 5,1 ■ LaJ Vto,'OvJt[:A e*:H CIZJ9 

fLMh^Siv 5.1 Tci^fie CJP.P9 

rLCh- Siv 5.1 5cEvJWr £ OLlfQ Df&s^ff f3li.99 

ftAHT -MWF«fS3,f 1 fSi £35,99 

mKaFSS.Jta6 _ _ m« 

ecewi'Bui^CE }£tz!Axn;i,'G!&.-' Aiate BiOi P9 

PnfKT fusHT 2 flawo THf ^ ftjfi MS FS J, U 6 I w 

FinM (LUH HI KA . SOMf fV ThF MQ^^GAI^T 

[;* ^ 20i?i Qmw' f?™ A SoPMm CA^H ;ti C»^^ 



FiGHwcFoeo £27,99 

F.iGHT Unumjted 2 ,-„ £27,99 

F.vNoCOBfiGOLD £19,99 

FoMiOTm Ibtuts AMD AKHtvt EvE 0^ the 

BEHDLDEK 1 , 2 & 3, M&lZClBEJ!liANZAN, D.HGtOW HACK + 

7 OTHERS £19.99 

FoiwuA 1 iPsTOhOSisI W»N £ D3D/3DFX....£22.?9 
FoMUul ^97 £25,99 

ptAGlLE AUfGIANCi £1^.99 

Gabbel toiGHT ?; The Beast WrniN £ 1 2.99 

GEhtWARS £15.99 

G-NOME £10,99 

GPoucE £76,99 

aoHANA £3&,99 




GoosauMPS £2^.99 

GCOSEBUMPS - AnACK OF THE .^WTA'JT £25,99 

fiuNC PiiK 2.., „ ,,.„.£18.99 

GtAND PR..K 2 1- Grane} Prii Wahagee 2 £29,99 

T^ijCK Pack, for G«and Prh 2 £14.99 

Gra-nfj Pkik ^'^M&^R 2 £1 2.99 

GfiAND Tutft Ai^ro .»...£26.99 



!Z] 



S4Lf« UHiS OFINf 

WON-FRI 9aiTi - Spin 
SATURDAV ]Qom - 7pm 
SUNOAY ]Qum - 4pm 

NO QIHMU mNAHGf POltCT 

IF YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOfi ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 49 
HOUflS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
11 0% OR MINIMUM £4), WE WILL 
SWAP IT FOR ANOTHER ITEM.iTHlS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURREMT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE W THE ITEM 
IS NOT RECEIVED SACK IN fERFga 
CONDITIONr 

rTT ORDER BY CRED3T CARD, CHEQUE, 
L/ POSTAt ORDERS ORCA^H | PLEASE 
UUJ SEND CASH SY REGISTERED POST 



CZl 
0 



fOR YOUR OWN PROTECTION). 
SORRY. NO CASH ON DEUVEFrf. 



OtVn WITH COJfFW HCI FROM 
ONE OF THE LARGEST Sypf LIERS \H THE 
COUNTRY! OVER 750,000 SOFTWARE 
ITE^^S SUPPLIED SO PARI 

rsT CUU9 Nuvcvr Mfi or 

CWUKH^O U.K. MAINLAND. WE 
P150VIDE THE FMXTM$T DELIVERY 
SER'/ICEA.«50UND, 1 3 WORKING 
DAYS MAX ON STOCK ITEMS. ^ASE 
mow e DAYS FOR CLEARANCE \F 
LENDING A cheque;!. NEXT DAY 
DEUYERY FROM C4. ORDERS PLACED 
BEFORE 3 PM ARE SENT THE SAME 
DAY iSUeJECTTO STOCK], 

f ««9^ Of rmU AVMIMIM* 

WE ALSO STOCK GAMES 3. 
ACCESSORIES FOR N64, SATURN 
a OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MOHir IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT FOW 
CMDIT CUD WIU HOT If 

DMMtna etmt ran* okder 

19 MfP4rai»! 




QUAKE 2 


..£26.99 


OUAKE 


£ia^ 


MrAUCEtOFflOflLACO^] £10.99 


Quake Tooikit 


£12.99 


Q! Zow 


£12.99 


Scourge of Asmac 


ON ,£10.99 


ShrakI 




DisscHLiinoN Of Ersa 


«ir, £14.99 



GimN Garters £21.99 

HAflDCO«E4X4 £7.99 

Hw!DW'.*R ..,,£24,99 

OF Sows. £25,99 

nif>!tt GtAR £2a.99 

HEBOiS OF iMiGKT & MftGIC ? & OATft Dl^ HJNElt £28. 9? 

HEtOES OF Mi^HT & ViaGiC 6 £23.99 

HdwiI,..^ H.*..£a?.99 

Hgudavssljind. ..,,£21,99 

UK BoTHAM Cricket £19,99 

m Raftor £26.99 

tew?fiON £17.W 

iMlA2AwiAws £22.99 

iMff BUM GAtACK* £22.99 

IWffwoENCi lUr^ ....,^£12.99 

I^erstate Id £27.99 

tW^ £2199 

Ja0Nickmj5 5 ....£28.99 



WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESf ATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAyf 



JetfghoB E19.99 

Jc Guest Love Brt^, El 6.99 

JoiHT Strike Rghtir £27.99 

Jonah LoMu ft^T £17.99 

JCUINE-YMWJ PliO.^CT 3 £16.99 

taOfF'9e £?2,99 

KNGsQuEiTCOLil-* £15,99 

Lands of Lo« 2 £27 J9 

Lego Iswnd £21,99 

l£5US Sl(T iJWr 7 £25.99 

Pn-rm + No ftoE Lh^juvos 4 L&jWHGsE 1 2 .99 

LfGHTCiJSE £19.99 

L!S";iL5'93 £27 99 

Lnks Coj^i^: VAiEtJiiAWO^MihD/DA'S Lovt .... £16.99 

Ljtiu Bis AnvirmjiE 2 £1 A.99 

LORK Of t^\c £25,99 

Lords of th^ Reaw 2 Rot,al Edition £25,99 

Uiw Am AucHWi Vai Z - includes Dab^ Forces, 
The Dig, iVioiyar Islam:) 1 i, % Fiti Tmsottle, Aftecife 

& LiOi Arts Sampi;r DtiK £31,99 

Mt TiNK Platoon 2 £27,99 

Magic ihe Gathebng [WJCfiOfflosEj £2 1 .99 

WankT? £27.99 

MAJJBLf DuQP £fi.99 

Wasters OF Obon 2 £10 99 

MDK „ _ ER99 

Mech Warrdr 2 £10.99 

MfiJWAit 8 ■ I^R OF OwoN 2, Sikfl Crn 2O0C, Msch 

WaRBO* 2, BftO<5M &rtOfiD, SCREAWfl! 2. JaGGHJ AiiUMCE % 

iWl A2, ifjCK McKiAUS 4, Refuiw to iORn, fTC .. ... .£29,99 

W£H In Black ,. £25.99 

WjCK)MAcmKs3 £21,99 

WJciiOsoFTGoLFVa £13,99 

WjcRo^cfT Rftihn Of Arcade - Pacman, Poie PCisnicN 

Dig Dug ane> Gaiabam! I (WIn '95 ot4f ) £1 7 .99 

Mow^IsuhdS _ m94 

^hOPOiv £30,99 

MohiSTSR Trucks £30.99 

Mom f^onoN Trpi£ Pack £22.99 

mr:*i KcweatS .,.,£12.99 

,»AJPPf!"j TREASUtt ISUMD £19.99 

Mtsi _ „ £ia.99 

Mrh;THEFAJ.LB4 Lorejs £27.99 

h^ASCM2 £17.99 

I^BA Action '9& £21.99 

NBAU^^ '9a £20.99 

MJK* FOR Sppsc- SftOiAi briOM £10,99 

NsT(VOM Q Kaut £13.99 

NFIMadseh '99 £28.99 

KHl Hkkf^ '93 £28.99 

NucLiAfi Stoke .£27.99 

0A>yBtLJ^INXS/U2 ScNGaooK5 each £22.99 

OoDflA;.iz £13.99 

Odd^'ORlD; ABE'S OcovSEE ir24.99 

QuTUWS.,„, .„.. £27h99 

Pacirc Genera £2i 99 

P.AMSMOhfL^. £19.99 

P.AiszER G['eAL2 £26.99 

P<?ATouitPiio.. ,« £14.99 

PGA Sawgws Tour '96 Disks £12,99 

P^iA. NiPrtNetiio/OxrottiCHiiiE Euro Disk5„„each £12,99 

Phanta^^GOHa I £22,99 

PnE^iii'97 £13.99 

POD <ku (IHCUIDES EXIU HAiCKf ] 1 7.99 

PoLiCE QuisT Collection 14 £21.99 

POLCE Qu?st Swat 2 £25.99 

PornA -Toiy ClancyI £26.99 

PCJPULOW %\ THE TwiD Omino »hh£26.99 

POSTAL £21.99 

Pkewier Ma^lager '97 £24. 99 

PijvATEER 2;TiiJ Dajucenng £10.99 

Pu^LEBOBBLf £17.99 

QtHAW 2 ^ ^ M4.99 

RAV.irtAN GOLE> £18.99 

REDBAffiN2 £24.99 

RfOhacK IIaw»age £10.99 

ReilOaziED £14.99 

RESiDuit Evk * vmioN £22.99 

Residcnt Evil - Pdwe» Vlt versioh 

Using L*mm. 

RSK 

Ibv»i IMrsT 3) 



I(:^M)EAS^ £10.9 . 

SaiWras E:f.TiEM£ Temmis £19.991 

SOAMf £26,99| 

5a!WMK2 £14.99| 

ScflEAMBi Rally £21.991 

SegaTo^jhug Cms £20.993 

5e£a Worujwde Soccer '90 £2 7.99 1 

SEiW^Fl £26,99| 

Sew SocoEfi2000 £27 991 

ScnuB 3 GoiD {23h99| 

SFTTLEtS 2 lASSlON DiSK £1 3.99 1 

Sc™ Kingdoms , £26.991 

Shaoo^^ Of iHE Empire £27.991 

SHAt)OV-'/teER £27.991 

^viDOVH'WAiwot £27 991 

SiDWDEif'sGEm$wii& £28.991 

SlE5fiASK*T3: GOlf/BAJEflAU '98,''S*i Racino.each £22.991 

Sim City 3D00 4 Themi Hosttal E3S.99I 

Srnns of 5im Cmr JE1Sl99| 

SivCo-iER £10.991 

Et^^G^u^ £9,99 

Sonic 3D £21,9^ 

SoNtclKM^ciOES £23.99 

Snca CD '97 (3000 SncnuH & CM umb).£H.99 

Speedboat AiACt, £12.99 

STAAOAn £25,99 

ST,iRGEW.4i ^24.99 

Staji Trek: Captain's Chair £26.991 

SiASTiEf: ENaCLOPAffiM £26,991 

STAKTKK GCNUAtlOM ^^....^ 111991 

Sta» Jm. Omnipedia .»m.....»I1499| 

SiakT^k F..r ACACCMT £25.991 

Stah W«s ttOHOHXt ..^ ^ i30.99l 

Star Wag Susremacv tiOWtSTl 

Stbl PANTnEES 3 £2 5. 99 1 

SUPBI PUZM FiGKTER 2 £9 .99 1 

SVNCOTE WAJtS £17.991 

TehP^jAuey £27.99.1 

TESTDfljVE4 £20.99.1 

niEMi MosniAL + Sun Cm 2000 £28,99 \ 

TheGolp to £25.9?'' 

TiEFiG«!tRv>IV^^isG £2 6. 9? J 

Tie FiGnrES v X V/ing Oia; BalanG Of P&wii! £ 1 3.99 1 

TiTAHjC £16. 99 1 

TOCATDUMMoOuts £31.991 

TowCwn;fvS5W £21991 

ToMi Rajdir „ ^„„„,......« i 1199 1 

toMi ItAiDfa 2 ,„.,...,^,», ^ 13X991 

Total Anni»ji.tion £27.991 

Total ANIMALS: Catz. Dogi £ WoR/^i £19.9?:'] 

Total Hiavih - iiiauDii Civiumtion % SiN 



£2fi,99 I 

'cur. 

.£24.99 J 
.£U.99| 
.£23.991 
..£14.991 
..£29,99 } 
,,£26.99 1 
,£19,99] 



CiTT 200^ & Settlies 2. 

TOtAL INSANITT - thCLUOEs PGA EUROPEAN 

NETft'Oi;< Q RAC Uwi I Star Tres: 'NG . 

Ujiww Collection 

Ll.Tk,j.r^iTE ilACE 

U Jlr^iATE SoCCiR Wamage* '90 

VfOAS Girls,,,, ,,, ,, ,,. 

VlRTijiA Cop 3 

Virtu* FioHTEfi 2 

VinUAi Pool 2,, ., 

VIRUS £14.99 1 

VR Powerboat Ra.oug £25.991 

WAJICHAFr 2 -c 50 EXTSA LB^tLS + HI'TT B&DK £32,99 \ 

Mmmlm VVar ■ 1 650 LfVEis for ^aioah 2 £1 4.99 1 

WAfH^^I! 2; Fiwi LiBEwnON £25.99 1 

Warlord; 3 £27,991 

Win:} Cow^wsoer PROMCf £28 99 i 

■MPEC.r2097 £3 "99 1 

WoRUi RAar dAMPtONSHiP (HfTWOSK Q 2).I2Q.99 1 

WwiHSl ^ £13.991 

X Com: A*caL-^E £27,9 

ZojK Grand Iwquisitor £24,9 



£30.99 

£23,99 

£19.99 

£27.?; 




UALITY! SERVICE! 



OF THE LARGEST SUPPLIERS 
IN THE COUNTRY TODAY!! . 



iUDGiT GAMES 




iJH Houi 4 7th Guest 

DLEwwNOS £11.99 

DUiTiiA F^L £10.99 

944 AciKiiS THE Rhine .£9.99 

10 Cuba £9.99 

cnjA ScccH £11.99 

JWOJRED Fist „ £]{).*9 

5CEh<WJCT £10.99 

Jmt^ £fl.99 

mait Shod ..^...^^...^..».....»...^...£1tt.99 

ANNON FODOER 2 f DUNE 2 £13.99 

AE5W 2 £9.99 

APlTAtliM £9.99 

HA,^iP'Gi*j^h -- .y,A,\iw< Gewa'^'.-''' '95 £2.99 

HAMPIONSHIPMAHAGEIt96/9T ..£9.99 

HBONiaES OF THE SwORD .£B.99 

■IviusaTjON £9.99 

.iiiCKer '96 (Elktbcmc AbtsJ £10.99 

".*USADEIi Ho 9£MCKSt £^0.99 

£9.99 

'AK FoKfs £12.99 

'EiDUNE £9.99 

.tStflT STraiif 4 JuNQLf Stuike E9.99 

lESTtucTioN Dewy £12.99 

inran 517.99 

£11.99 

'une2 £11.99 

1 Gr^s^d Prix £9.99 

32 UsfiTNifKr 2 £9.99 

OE T^: Bl^« £9.99 

tFA&OCC£> '97 £10.99 

iNAt Doom £9.99 

UGHT Cf THt AfMzm QuttN £9 .99 

L3GHT UNUwmfDOSl £9.99 

uu THRomi '. '. £12.99 

5ae«iel Knight £9.99 

7HAND Pan Mamagsi! £7.99 

lERETic: Shadow of tme SefewT Rders ..£1 1 .99 

lEXEN £11,99 

2: Rose Imoo £1 0.99 

CYCJyi £4,99 

HWtM 2* £9-99 

MMrWHiTt'S Shmkk £10.99 

.!k&sQueSt7 £9.99 

bsureSuitL^'6 ..£10.99 

INKS IS ..£11.99 

■TTiE Big AEiwn,i?E £7.99 

W( £9.99 

£14.99 

^'ZRO WiACHit*^ 2 S^iOAL EOiJiON £9.99 

tewKiYlsL^D 1 & 2 £13.99 

JASCAR Racing ^ TracrPacx £8.99 

M HocKEv '96 £9.99 

GAEiAOPEAfjTcuR £9.99 

iRATtsl Gold £9.99 

mil £9.99 

UiCE ChJEST SWAT £9.99 

lOWER Fl £9.99 

*STCH0ftN6^i £11.99 

lA!ifio«D TcooN Deu^e £9.99 

Jehel ASSAULT £10.99 

:EBELASiAULT2 £12.99 

iFTURN TO ZOKR £7.99 

:iDOL£ OF Masts Lu ..£9.99 

Mt&m HirTht Road + 0*7 ofr^E Tentacue£1 3.99 

iCOROHER £9.99 

iCiEAMffi ,.-,-£9.99 

^HANGHAf £9.99 

ilLf^fT TmjNDSft ..,,.£9.99 

iiwDrr .,.£9.99 

misil £4.99 

iiM Tows .£7.99 

i-ACE HuLX 2. VOTBA £10.99 

iPtEDDtvaMS £9,99 

iTAR Trek 25tvi Annwbsaky £1 1 ,99 

ilAB Trek; Nptr GfhfSATTON A Fihai Unitv ,.,£10,99 

iTiliFE £?.99 

iUKiEF»0O £12.99 

fEWrt«ALVEic<:rTY £12.99 

reatftNovA £10.99 

The Dig £10.99 

rwHi Put »....»...»...»M.,^M,£7,99 

rHm«e«HAwic2 £9.99 

fiE Fkmir Qxifaoft's CD £ 1 2.99 

rirtfCoMMAM>o ..£10.99 

fop&JN £10.99 

toERiw'^ Passage £9.99 



rRANS=ORT TVICOON & WOflO EoHCH-. 



...£9.99 



JFO Enemy UNKfOwN £9,99 

JlTlMnB ^ «..E1(K99 

jLTsMATt Doom. £tl,99 

jLTMATt Soccer W^mager 2 £9,99 

Jnde?! a Kilung Moon £9,99 

J5 N*VT FiGHTrtS '97 £9.99 

mcAi-n £'i.99 

HAniAMMEit: Shadow of the Houned Rat £9.99 

#LUAMS Arcade Qasscs £9.99 

^■^gComm««ep3 £12.99 

^iPEOirr £12 99 

^ORLDltAUl^FtVES £10.99 

//OfiMSLlMTtD £10.99 

i Cow: TSflsOR Frow the Dee^ £10,99 

i Wing COLifCTiON. + Rebei Assault El 3.99 

I ...£9,99 



DORLINO KINDERStEY 




I'.^i^i: !;;■■' 



iD Sr^Lhic-j l:22.,99 

AcACU GCSE Revisi Maths, CMEMumt Phtsks, 
BwujfiY AMD Oloswm AG€S 14>1 6 hEMh £ 1 T, 9? 

Amazing ANMAii AcimiTr Centh £22,99 

Ann Hooper's Stx GuicjE f 27,99 

F*fruiif He«.th Ehcvclopaeci* 127, W 

Castu EjifLOitti! £22,99 

CrtifliEv's EHCTac#«DiA £27.99 

ChILDBENS MULTW^CMA DlOlOMAftT, 122.99 

CHRDHICLf BiofCLjOPHOlAOF HiSlOTT £22.99 

CHROnICL£ Of JOtm Cektup ,,,£27,99 

EHOfnowDvi Of M*Tist, Srawa & »sto(^ of Vv<*(>£a 5,« 

Enctclopecm qf N^lTje 2 £27.99 

ENCnaoFtDiA cf Science 1,'NUt-jc 1 e^h- £12.99 

EfOClOreDIA Of SCIEWCE 2 £27,99 

ENCYciPRsm*. Of Space & Univeee £27,99 

HiiitHtY Of trt Wc«D £22.99 

My FflST Amazing Woflin imam £22.99 

tAr F«ST InCKHBIE AjMAiING DtOlCKAiT £22,99 

fHDTO OmUW GlILMtV. WiLD A^Wi, Dt'+SSALrti. iN^iTS 

& Blgs, f£wiX., CiAi5t C^fs, Cats, BmoE. eso £B.99 

lfiHMFT3 ^ £22.99 

Stqwawav £12.99 

Ultimate H»jwam floor 3 £27,99 

Vm*i. REaUTY SfiC/CAT ,,eacm E?2,99 

VlRTUW. REWJTY DlHKJMt NUMlEli £22,99 

Way IhinG-s Wo«K 2 £27,59 

WOfilD ATlAS FOtWlMDOWS £32.99 





^ ^ £29.99 t t £28.99 ' T- £28.99 



DISNEY 

IDl DiWA'idiHs Stoitmoi £2S,99 

ALADDIN AciivrTT Cemike £29,99 

Hekl= is Anlwaied irditi'BOOH £26,99 

HgpiCHUvlK OF NoTiE Dame JraiinaaK £28.99 

Lion King Ammted Stoit&ool.,,. £28,^9 

UoN KiiMt Activity Centre £30.99 

ttADfCAltlST £52,^9 

POCAHOdTri S'OKHDQIC £28. f 9 

Tot StqSt AwiMAtSa StiMYiM-ii m,99 

Winnie w Pook St^iykjok UiM 




OFFEI 

MiaOSOFT 3D MOYii MmzR £49.99 £19,99 

NiCHLOOEON 3D Mo^E Maker £49 99 £32.99 

Ancim lAMca £29.99 £24.99 

AurGAiiBff £49 99 £3199 

Ajjigrxite "9^ £59.99 £50.99 

AimKXfTE V5 UK & iRiiAWD £5999 129*99 

tomHtV'^b .£49,99 439.99 

Cnmama"97 £49 99 tl*,99 

Creative Wiiirtt t f iNt km'- £59.99 E2IL99 

&AiKC»uSi CiiAiuns „,.„„.,.,I29,99' „..„...^ 6,99 

Ot^Kfi*uiS £29.99 C24.99 

Encarta Wor.3 Atu^s '9S £49.99 £39.99 

ENCAjrA'96 £17.99 

BwuTA Stmam J49.99.. £39.99 

BtOBK "98 DmjXE ».....m99 EAI99 

GifETNSJ Wqihshop 2 £39.99 £3199 

Monet 'PB £29,99 m99 

OctANS £39.99 £24.99 

OfFKiL '95 immz- V £1 99.99 £69.99 

Otna ^97 Pw £499 99 (199.99 

Plus IFok W1ndo«'95| £i9,99 £35.99 

Pius fC* to £19.99 £17,99 

Publjshep V2 =01! Win 3.1 £99,99 £^9,99 

Pim^HER '97 fOJ Win '95 £99.99 £84,99 

Studemt Offiti '97 £99,99 £11 9,99 

Student PuBiiSMt.., £39,99 , £39,99 

Student Visual Basic^'Visuai C-^-t £99,99 ,,,£11 9,99 

STUDEifT Win '9SyWQWSTAnoN£59,99 £52,99 

Studemt Wmks,, £39,99 ,,..£39,99 

V.'ra::w '95 £9?.'?9 £7199 

Guide ^....£49.99 i'lO.M 

'Woi!KSV4 + Monhy'97 £79.99 £32.99 

, WoR£. o; Fu[>T ^^j-^- - ■■ 

3at:W,i^l(DEN r'EE:CihEf i Ill 9,99 

Bcc-'rt'ORCi (i £13.99 

Cdkel Phaw 4 £16.99 

Ehcyciopaedu ailTAKNiCA .......£104.99 

fm\.i Juil^^m'-fi £16.99 

FLA&Tqwifi Une):pl^.^ned £9.99 

tN^OPEDiA UK £12.99 

Kai's Han Coo £29.99 

Mavis Teaches hY\HG V3 £23,99 

OHDHANCE SlfRVFT MAP Of (jRIAT BlITAIN Er3.99 

OkIQID LHTEtACTiVi Ehctclopaeoia £19.99 

pAlt-iTiON Mag C '4'3 £42.99 

«!5SHkFi J £22.99 

WL'Eld Atlj..: V6 { .J. 99 




ji Ifiir:' ABC 
^)i::E^ iooii i^v . . , 
Gittfji' £ Hot A! B,'... . . . 

HiifTj The H,n,HlE.i Hm.':- 
:'J51 Gi;K?iyii k^E 

Sic h i'ucic 

L^aiCAL JOlFtHlY or THi ZOONHIHIS 
V,'.H5 'iVCJS-jHLiF 



MEIWR^£,1HE BWVE 

'l^QISB ■ll-EHttE.. 



„,E15,»? 



£12.9^ 

El 9.99 
EM.?? 
E 21.99 
£2i.99 




CliE*"IVE ft'llT^I 

CREnvE Wditi 2 

E»^.:iEAFt3IJ^ Df fii\rUl!E 

E>\C'S^F:;;ii PK:'.! 

FlhE ^P':- 

fiM Ai-.- 1 Cif^-ivE l-y>is '--J. 

Wot* "He- A■z^'m<i<^ \ mUdli 

Magic Schqc-'Sus - Dihos^uKS, OzirMi cjs bxn EACh 
tUmt SCHOO JW ■ HUf^AN flODY SqUiR Sr^TEwEACI- 
MjiGIC 3cHQC-.!I;i ^H:*i^lEr 

i^"" £18.99 

AE)4 Boc Read & Cowjt 4-5/6-7'^ r;a,99 

AD! English £ MaTh^ U-\ 2/1 2- ) 3,r'l 3- 1 J/1 4-15.^199? 
BBC Pmim Of f Ajrrriihicwooo.'NoH3Y ..EACH £22.99 

BBC PiMSU £20,99 

&BC Wallace Growmh £16,99 

EiiROPfiESS Games F,ac?opy £26.99 

EuHjQHES OCSE NUms/ENtiLiSH/r^nsiOEAai £14.99 
Ei*0PSEa Q Range 5AT Test^ £ach £9.99 

FlE«£lt PUCfiANGE £CALL 

JuM^Ah^itoTcmHS El 7.99 

hiMPAfMNwss^- 

HL^'FTi TREASUIE Is J.^D ^1^.99 

Oxford Chshorsk's ^wct'C^opi-dia E3'?.95 

Powtr TO limt PtoFiE CoatcnoN - Incjdes Siu To^fi. 

lArtiK, PiSNT km V3 ISflPAl £21 .99 

F^w A?nsi iSjemuI El?. 99 

F^i^T AKTiji V4 Photo £21.99 

SMftOMt's OunoM Stuhd -.MiH^?? 

STuunfwoita Maths w:>ss C^.99 

T*aTH1T€rtAT £20.99 

TUHELAND £16.99 

taw.5™EL3 E1B.99 

Winhe the WitCttM fait Who Coum Wsk &\ck £999 



1 *.«..r ■ £14.9? 

^ 

CCEiNSv^EEP '97 T....E32.99 

Firs? Ad '97 poc Windows ■'95 Eta.99 

FiRE^' Aid '93 fOR Wineiows £26.99 

Firf: Ad Dellae '97 foi! Windows '95 £35.99 

FiPjT Ad Deluie '95 FOR Windows '95 L40.99 

HURH]tANE'9S CI 4. 99 

McAfee V1«usScamV3 .„ £24-99 

McAfee VigusScah V3 ihc QuAHTERir UPCHATt{,£56,99 

McAfee WhtstAN V2. £14.99 

Norton UTimiEi. V2 n2.99 

NuTB&BoiTS £37.99 

PC-Ci-Lin V3 139.^ 

Thai's What I Cail Hel*! - Fihst Aid '97, tkMnm 

AinTVinnj WWDOfTEj. PoW«DC5K^ HAMD'TJUIliL^^.99 

Uhinstaluq 4.5 1 29.99 



.... IWWIDi^FilDO, 

GS»fH, -3! TrtKUSH 

*__*f 1 ONLY £l».99£fiai 

Fiifr*:';,'iG6(w*f^''Sf.*hiSKi'lT*iUh cfijAfANEif Eaw 0499 

CHin A m m wth the m fu< to uce fWTwee £1 

rttjw J? R^.ch. GftrtW, SfwMfw 3i It^j^ Era 



0113 234 0444 

SALES HOTLINES (7 d.y. . week) 

0113 234 0999 

TECHNICAL SUPPORT (Mon - Sal) 

0113 234 0666 

CUSTOMER SERVICES (Mon - FrI, 9-6) 

0113 234 0770 - Gameplay FAX 

empil: GanieplaYUK@ael.coiii 



JOY5Ti«KS e. Pll 



CH Flichtstick Pao iorsTO E49.99 

CH Throttle Pro £94.99 

CH Vir.Ai Plot PRC £77,99 

CH fsoPED.;L E77.99 

CH FoKCE hmm FX loma. £1 M.99 

CH Game Card £25,99 

CM Gjime^tick JonTio., E 2 1.9 9 

CHF-liFicmERSTFCK £94.99 

CHF-UCOMMT StiC( ..,..£61,99 

CHSAaNS WHfEL £47.99 

CH RACING SviTEW £82.99 

Qm\i Grip 4 Way Advtor & 2 Fads £69,99 

Gbavis Analogue Pio Joystick £14.99 

Gravis GAHtPAD £16.99 

GtAVii Gamepad ^*Fro** £27.99 

Saitek Mi^AGHF S Joystick £8.99 

SjNCOtt F-ISETaiOh £44,99 

SuNCOtt F'lSE lAPTOt..., E29.99 

SuNCOW G-Foi!CE Plus Yoke £34,99 



SiOfWNcaR "Pmciskin* fio. — 

SjDfWNMH t^OfCE FeEVUCK 

MldOfiOff SeEWlNQBt GAMtPMl. 



.£109.» 



It 



CottiATiii wm WiJ '95 1 

~E T 5.99^ "P^CIS ^ K <0«Waf D ^0 ONI JOnTltlf 

^ FotT. Can n DmsT'Chainb tq aujw up !o 

4 UUULTiVtOUSi DMCQ. ?FT LOW LUC. 



THUyCTMMTEP PMDUCTS 

Thrustmastss T2 Imm^ Assemble 

C^WZS (VTH SnEEtJC-WffiEL Gt«!5rJCI!,^PtnAl: + Suk^ P^JK & 

GfiAso 3JI RRP K9 99 OlH PBICS £64.99 
THiuwrtASTEi! GPl Steering IWhefl 

BdNU« PAQ! - NO^ NCLUDE NETWDR< Q R'Uilf. X (^.tS 

A Po'we; Fl I! RRP C79.99 OUR PRiCE E48.99 
Maximise perf ornKHfice & ftaponjiv^rm; wilti q 
ThruStmaslcf ACM Gome Cord £26.99 




F-li PLCS JflYiTHi- fvrim Fcxfl iWAV hats, 

3 Djyii Srw:;tT(fiCis i Pnco^ Swtch £109 'ff- 

F-16'rQS iHRomi ■ Jfui Re'j^ F-16 ^H!Cthe !>.w;;-^"- i 
Srni^ FLATJH^T.*seN(5 Clesoi Cow*3L, Di4j, 

b;: 3-FOiro'H >TT:i€i ^ 4-',v'^'' iw>c itttT'ii £lOv ■ ■ 

hnkma £129.9^ 

XFiGHiaJDnncH .C3a.9? 

KSIUDblflCONnDL £109,99 

THBtSlHASTtS Mk3 WIWWNS CONTKH E S 9 . 9 9 

ToF Qw Of FKiAl Itrnnot - 4 V/.^' Hat 

S^'TCH. WtKJrfTBC Bi^E, 3 6e*tiD ^SUZK. 

Qli(J .^;:ic*. Thgcm a^jC' [Wlistu^s-f^ 
Cijij'..n'ANr.[:<HAflLiTv|^aFOfi., £3^' 
Top Gum JoYnnt + Top Gvh same (bt 

MICROPROSEV . n -.: 





SAITEK JOYSTICKS 

UN.XIiCUX.E.Lr THE BEST BUNUE THIS 

ChKISTUAS^ EjnCELLiHT lEVIIWS 
FROM ALL MAfj^lNEi, EVUTF KAIUIIE 
CDNCEIVAflLE ' CAll PGR MUt IHK 
£fl4.99 

^ PCDtmCoHMwa Pad 

BHUIAHI NfW CONtlPT IN (LAMES 
CDHROL ALlOWS TOU TO PLAY AND 
MIlSTlt OOMPIEX QAMES MOH EASILY. 
StMPLT TOUCH TK PKHWC TO 

cdHim THE game! Fuut 

L ^ WAY THVMI! PAD 

E39.99 




a BUT1DMS, INDMfiUU TlflKtflDAVTCi- 

Mif SELEQ. LID,Ainia^<Ju.UAriMeJ j Ni 
El4,99 



TUElO-FIMt HATSWTQi UKlUn 

TMEOITLE LIVEir, nQTEIN RUBBER &RIP 
L?a.99 

SaITEK tZif PRDOUMMABLE FlKiKTSTICK 

Saitek X35F TitRomE Ruo«r System.,,, 




GRAPHICS CARDS 




THE tfORlD S FIRST 5& 
SBA^HICS CARDIJ 
FiJinitiii Til UTitT Pmi Vit ARenpi-urfi 

It HBIUIimi UIP tfl A UtlTlltf FlItT 

lltiiT It tlnrti-K citi, Tti Aptuirni II 

It TIE Mtl NIf EBFU ItAPltU till 

AVftiUiiiJ >«iiii» vrn H««« 

VABIItl 1, ilYllATE lUlp ¥lPiHT ttf7, 
TMI tilhCI lilt TElBAtllt Tt *tT fll Ml ill 

ApocAiYPSE 5D 6M& nAM £1M.99 

ApocALTi-SE !iD a MS RAM ETfl^.99' 

AnCALrr . ' ' f R 3D ACCELIUTDR CKir. 

CQHwiHLr. « '. v. : '.:rl?f!AW 20 ««APttiu mtt 

APOCflTKE 30X -I- 5 MAK OIMO CD . , ,£64,W 
AFOCAirFSE 3DK 4 5 oamu ljSTUi ABOVf £94.99 



r !■ r-s'' r ■- f '1 
ViDEOLOGic Dolby Pro Locsk 

ntUE 1 26-BIT SOUNDCAftpT 
You probably hove Iqts ot games 

that support Dolby Pro Logic 
sound bur did you know that your 
sourdcard doesn^t? The 
Videologk 1 28- bit sound card i^ 
the First commerciaHy available 
soundcard that Supports this 
incredible audio rechnoloqy and is 
less 111 on holf the cost of the next 
best cord on the rTTarketl„..£64.99 

SPEAKERS 

120 Watte PMPO " 

SurTOvTid Stoand, 
Loudness Bass System, 

Full Range Joitt 
ContnaL Powar Supply. 

£37,99 



Srls on any 
monilor, 25VV 



Pttak Pow«rf 
Boss Booster. 
£12.99 



^OGW PMPO. Activ* 
Sdkind, Dynamic BoH 
!1] Super Woofar, 3D 
Surroundj. Soteiiite 
Speakers, Power 
Supply, £64*99 

Fl SIM 
STEERING 
WHEEL 

Hand -stitched 
replica F^ 10" 
steering wlioel , 
s-FM-centering and 
rorque acriofi. LED gear chcingo indlKitor, 
C^ear change limction? firt ^^le^Hng 
coluitvnj 3 prograiTiinabl'i^ buttons. Sleel 

dpi,. £144.99 
f 1 Sim Compact - as per F1 5)m but 
without LED display and <ti/\1h duroble 
plastic pedals rather than steel £72.79 



LOGIC 3 TOP OEM 
STEERING WHEEL 

coMHin Mm woflKiNQ Guisnac aho twt MMU 

ALSO i-ws 9 ft.T'3l^^^ fy-i rtii- ^i.-rHiNr. ^'.-t^i 'fthCH c^m ^ 

Suitable for use with m omm Guiej-. eq SotAma 
Uawi, GtoMD Ptix 7. lOCA ToLiEinfi URSr Fl, nc 

E,TAH:iiJ!C J-yVPAE- PQIilS - MO l^tLlA^ 4fV.RD^'Ali£ REQUIGD 



BUY A TOP GEAR 
STEERING WHEEL 




THi Itm QFItUHtl ^ ^ 

it a fiP^adoinid dkltw of meipmsiiH pm 
nation Djrnnlvn <Mii Mdm omf iTIrtiugh gunM'bttH tKlnnl1«( 
' ^Idiwi and inttmt lli«n. W]1i k titt 
It b aheek Al CD Ham or ly disk. 



liHnr«d Id stiimildt mur 
(foiljn^ lupplKr of soft 



ChDosf WEd!^ bsinliDls |3-7 mLJunvEMiMi >11|, Motfu 
r^w^ |B-1 &|, Molhs Algtbra i[ MoAn Eo^ ^^olf 
1 6|, G*nw I'i- 1 41, hAntidSdwt |j-1i|...!rjfil*» tUX 



^j^Cut out this order form and post to: 
GAMEPUY, EHItBtAIHMENT HOUSE, 
atOSSQ«N(BiORS1«T,lB)S^lS62lO 

Name; Have yqu ordeijed before? Yes / No 



tlfM DESCRIPnON 



Price 



Adoress:. 



Postcode ; , Ssghature : . . . 

TeL;„. ^ ,.FaK:..... 

Cash"; CheoueG Posial Order |J CardQ 













£ 




£ 






PAYihc ar chfQUf aui do '^ur wamt to '^wt for it to 

ClEMi PLEASE ADD £2.0^0 HB!E TO« CXPSESS CUaH^CE' 


£ 


IWiKK'U'i^Q'EiB^^P^^in'tnlJ'l^ P&P 
Om<>wl mi m DtrlMEV owilabiB: ti.^fo' ftf 


£ 


£ 



Cheques payable to 'Gomepby'. 

FntBi may b« lubietl Iv RucJuOl^n E ^ QE 



jJ>D No. □□□□□□□□□□□□□□□□□□ ExflRT DATfnn/DD i^E NO. □□ HHaW^ 

*Plec]5« no^e thot express cheque clearance does not apply to Building Society cheques. 




^nif Ffi'ofif Unfimitmd It 



t.tONH^AO 
Peter Mal^n*i/X''^ 




Benefits of Subscribing 

Sf Claim your bonus game gift 
Sf Save up to £12.90 on tlie shop price 
Sf Free delivery of your magazines 
Sf Get the games news first 







ESr it's true! This is 
your exclusive chance 
to get a new game to 
play - without paying 
^ for it. Subscribe to PC Zone 
^ within 14 days and you can 

choose any one of these excellent 



games as your bonus gift. 




Save as much as £12.90 

As well as including a new game gift, your low-priced 
subscription is up to £12.90 a year cheaper than buying 
PC Zone in the shops. Why pay more? 



FREE delivery of PC Zone before it's on sale 

As a subscriber you'll get PC Zone delivered to your 
door before it goes on sale. It's the only way to get the 
latest news first. 



PC 

ZONE 



To guarantee your bonus game and lo' 



This Month's Subscriber Selection 




Ultimate Race Pro -SCORE 83 

"Slick .adrenaliii^^-chfli'tjed racing with a killei' deatliinalch nriode" 



ZONE 




PP BONUS GAME 
JgJJg SUBSCRIPTION 



YESI |~~| Please start my sutjscription from tli& rrent availabJe issue 

and send me mv boni^s gams 
OR ''_\\m already 3 subscriber, please extend my subscription 

and senij me my bonus game 

(Subscrlptlans can uiif b& ^ittendid tir cheqife or cr»£t/ififait cird| 



YOUR GAME 



Tlie game I would like istlie CD version of 



YOUR DETAILS 



Address 



Postcode 



Daytime phone 



YOUR 13 ISSUE SUBSCRIPTIOH 

Complete section ©Direct Debit @ Cheque or ©Credit /Debit card 



O J Direct Debit payment just £51.97 eveiy 13 



{UK new subscribers only) 



Instruction to your Bank or Building Society to pay by Direct Debit ^^^o'i 



Please fill in the form and send to: Denms Publishing Ltd, FREEPOST WD7, Bristol OZZ 

tidm and lull pDsta ■ address oF 'four Bank pr P.:ii''1ini? SKietr 



Fd the manager: Bank name 



Address 



Account intheram? of 



[7-jJkJl6][8][F 



iREtnwIfH tc YVUr Bank pr Building ioC 

PlEniepn» Dpmi:i^i,lil.;'i >, I-.: '< l- 1. 
Ircr tre Ec:cuntdf:ared r in; r.:lru:t<:-R 

Uwi.: gftit wt«. I ■ji4er?r^nii tmt t\ 
instrurtisn mat renwiTi "ilh Dt^s 
MuElishinq Ltd jnd, IF ed. dEfiai^ nill be pa^s? 
el^^trcnic^ly ta my BarK/Bu4dlng ^K\Eih: 



Brmch sort code 

mmm 

Banlt/BuJJding Society account number 

M 1 



Sigr>atuft(^.;' 



sanks and Uuildng Eccetiis mav nnl azrapt PfkI Oshil r?lf utiinns Ifl' wme tip*! V dt 



Chep« or Credi^Debit card paymeitt 

13 issues □ UK £56.97 |~ Europe E73,97 □ World E89.97 

Q \_2 1 enclose a cheque made payable to: Dennis Pubtishing Limited 
0 □ Please ctiarqe my: _J Visa |_ Access^Mastercard □ AMEX Switch m^u: hd. | h 




□ PSa^e IndicatE tisne iF yuu do not ivishio receive details of t^):■t^■e^ special d^Efs or new [ircieuctL 
All gun wlijar i-Q inH liitililv PInist rihjir £i <rA^ Idr dfllvfirY. A fflafiimiini pr Is relirdaCIt lor a caricallad juPe^ nplia'. 



paos 



REPLY WITHIN 14 DAYS 



Return your completed form to: 

PC Zone Subscriptions, FREEPOST WDl Bristol BS3Z0ZZ (nq tiamp required) 

OKEraeas rMrier^r P-I Zui.a Si::]SLi p: Jrii. ^fadiev Pavii.icfis. Bradle'^ Stokt Nortti.ariitol BS3?C-.fP UK 



' 31 May 
1998 



irice reply within 14 days 



TO GET YOUR SUBSCRIPTION SORTED IN A SECOND, 
CALL THE .iLUt i i^knu tiu i urn. ON 




01454 620070 



MAY ISSUE 



THE MAGAZINE FOR MEN 

Martial Art 

THE GREATEST WAR 
SHOTS OF ALL TIME 

'We're Bump 
Starting It, 
Officerr 

THE PERILS OF 
OUTOOOR SEK 

SharkF 

FACE TO FACE WITH 
A GREAT WHITE 



en 



Michelle Norhett 
Tarantulas 
Kezi Silverstone 
Sarah Michelle Cell 
and^ Elephants! 



M 



MAY 1998 £2.70 

Survive a quake 
land a iet fighter 
Cook a hedgeliag 
looli good in a suit 
Piav tite didgeridoQ 
Be redundanGV-proof 



Rawhide! 

COOL CLOTHES 
FOR ORBAN 
COWBOYS 




.ScoEphenl 

■ GET STEAMY WITlfm HOHEST PROPERTY B 

On Sale26th March 



Check out our new web site at 
www.maxim-magazine.co.uk 




Welcome to the PC Zone 
Recommended section. Here 
you'll find the cream of the 
games we've painstakingty 
reviewed and picked out 
over the years, plus those 
we feel should go down 
in PC gaming history as 
all-time Classics. 

^^^^^ ELCOME TO THE PC ZONE RECOMMEPiDS 

■ Q ^^^^ ^^^^ V^" 

^^^^^^v find, what are, in our considered 
^^^^^^ opinion, the very best games ever 
released for the PC. 

In an effort to keep it simple, we've spilt it up into 
genres: Action games, Sports simulations^ Adventure 
games, Flight simulations, Driving games. Rote-playing 
games and Strategy games. 

The top ten games of each genre are then listed, with 
a brief summary of the game, review score, publisher 
and contact number. Most of the games listed here were 
awarded PC lone Classic status (90 per cent and above), 
and some managed a PC Zone Recommended award {BO 
per cent and above) at the time that they 
were reviewed. To achieve the highest 
accolade, a game must not only be 
very playable, entertaining and offer 
long-term appeal, but it must aiso be 
#rt A aL c ° ^'9 ' in a I an d/or offe r so m eth i n g n e w 
worthwhile to the genre. To this 
end, we've included some sequels, which 
although scored lower than the original title, are deemed 
better games (they didn't get a higher score 'cos it had 
already been done and therefore they weren't exactly 
bursting with originality - okay?), so this guide isn't a 
list of the highest scoring games ever reviewed by PC 
Zone, but a guide to the best games now available. 

When you're reading the reviews in the rest of the 
magazine, please remember to bear this section in 
mind. The highest scoring game is supposed to represent 
a benchmark in a particular genre, and we will always 
be comparing new games with this, in accordance 
with the above criteria. As a result, you will 
see games dropping out of this section 
as new and better titles are released, 
so keep your eyes peeled for new 
entries in each of the genres. 

Jeremy Wefts^ Editor 






A 




FADE TO BLACK (94) 

The unofficial sequeJ tq rhi?' excel Sent 
Flashback, tht^ ii a near- perfect blend 
of thrrd-person exploraEton arret combat 
action. The technfcaJ precursor to the 
fantastic Tomb Raider, it's a classic in 
its own right. 
Publisher: 

Efectfonic Arts {01753 549442} 



i i^ATEER 2: The Darmenimg {94} 

. ■ - .:Mm3te miy of space combaE, f//f^ 
^iLyie tjadinii and FMV acvon. Privateer 2 
was the first bic^ budget f^tea^e from 
Origin to use live action in a positi;ve way. 
Packed v/ith stars, this n pukka stuff. 
Publisher: 

Origin/EA (01753 549442} 




TIE FIGHTER (94) 

Still rated by many as the finest ipace 
combat Sim ever releasee!, it successfiiJIy 
blends all the kuctos of Star Wars wtth A 
wickecf new engine for super-fast U£ on 
X-Wffjg fisticuffs. 
Publisher: 

LuC3sAi7s/ViE (0171 S6$ 2255} 



DUKE NUKEM 3D (93) 

The rjebate rages f>n. and there are still 
an awful bt of people who rate Duke cever 
Quake. It's not as technically rnnpressive, 
but brags gamepiay by the bucketldad 
in one-player mode and when played 
over a netv*;ork. 
Publisher; 

Eidos interactive (0181 636 3000) 




MAGIC CARPET 2 (92) 

The original ^vooecl us v/ith pts speed and 
smoothness - this ts even better, wrth new 
night-time htts, mortsters and a very useful 
on -line help system. Techntcally exquisite, 
the game engine's yet to be bettered 
PubJisher: 

Eullfrog/EA (0 J 753 549442; 



mm COMHAIiOER: prophecy (88) 

Wing Propfiec/is far more linear than 
Privateer 2, hut sitil packs an almighty 
gaming punth in the gtolleys with its- 
stunning sci-ff blasting action, daizting 
special effects and ever-twf sting story fine, 
PubJIsher; 

Bearof}fc Arts (01753 549442} 



imM^Mmm^i 135 



CARHAOEDDQN (95) 

Awesome arcade-style racer that's heavy 
on the hit 'n' run and gamepSay. Loads 
of different cars ro choose froru, plenty 
of tracks three ways, to play and a fab 
nnuiii-plaver network Ft>ode make thrs 
one of the most entertaining driving 
games ever. 
Publisher: 
SO (0171 5B5 3308} 




NASCAR RACjNG Z {92} 

A worthy upgrade featuring a new, smoother 
3D engine improved opponent Al, more 
corrtrollahle cars, a simple single-scrsen 
car sei'Up and a multi-player net\^orj< 
option. The constant stream of headset 
messages adds atmosphere. A racing sim 
fan's must 
Publisher! 
Sierra (Q1 18 920 9100} 



LINKS LS (94) 

The classic golf sim gets an update, 
and unsurprisingly it's fab, There's 
more options, luscious graphic^ a 
redesigned menu and a viev/ selection 
system. There's even a built-in upgiader 
for all the old data disk courses you 
splashed out on. 
Publisher: 

Eidos Interaaive (01 St 636 3000) 



PRO PINBALL: TIMESHOCK! (91) 

Rememtier Pro Pintail: The Wsbl This, 
the second table in the series, is bettej' 
in every way. Improved ball dynamics, 
detail and sound effects, and of course 
there's the return of the world's dirtiest 
computer game voice telling you to "Lock 
those bails". 
Publisher: 

Empire hnermive (07 Si 343 1337) 



NETWORK Q RAC RALLY «94) 

The seminal rally racer from Eufopress is 
the ultimate in skiddy slidey action. 27 
(count 'em) stages, ioads of cars, a fantastic 
eight-way network option and varied 
terrain and conditions make this superior 
to the limited Se^a ffij/Zy. Go buy it! 
Publisher: 

Evmpfess Software (OiSIS SS9444} 



GRAND THEFT AUTO (92) 

This is the game tt^at took over from 
C^rmageddon as the media's favourite pet 
hate. Steai cars, dodge police, mow down 
pedestrians and cause mayhem in city 
streets in one of the most addictive driving 
games ever. Mrcro Machines on acid 
Publisher: 
BMGiOm 973 OOU) 





NHL 98 (94) 

Another year, another NHL hut this one 
isn't just The best ice hocfeey game^ it's 
□ne of the best sports games we've ever 
seen. Super BDfji-ed graphics, fantastic 
animation and av^esome presentation 
make this a sports title not to be mi&sed. 
Publisher: 

BASpom (01753 549442) 



VtRTUAL POOL I (90) 

Okay, so Virtual Poo/ 7 scored one per cent 
less than its predecessor, but thts follow- up 
beats it hands down. 3Uh support goes 
some way to pushing the series further, 
and the inclusion of English Pub rules make 
it a more essential purchase than before. 
Publisher; 

Jr^terplay (01628 423666) 



MICRO MACHINES Z (93) 

The console ctassic i^s converted to the PC 
as new tracks provide a new challenge. 
The easy-to-use control system means 
Ft''s user-fri^endly for the uninitiated. This 
version comes with a track designer 
Publisher: 

Codefnasters (01926814132) 



F1 RACING SlMyLATION (93) 

The sheer depth of realism is what makes 
F1 Racing Sim such an outstanding 
experience to play. Wot only that, but 
it looks an absolute treat too - especially 
3Dfx-ed up, A Crammond-beater, 
Publisher: 

Ubi Soft (0181 944 9000) 




FORMULA 1 ORAND PRIX 2 (92) 

The amazing sequet to the greatest F1 
driving sim ever. Updated brilliantly for 
the 94/95 season with all-new detailed 
circuits, cars and team^. Winja Pentium 
needed to run the hl-res mode - but it's 
still great. 
Publisher: 

MkroProse (0M54 S93393) 



SCREAMER RAILY (91) 

The Screamer games just get better This 
IS by far the best version, with Its mad 
undulating tracks and high -speed courses. 
As well as 3 Dfx support and network play, 
there's also a split- screen option 
Publisher; 
VIE (0171 368 2255} 




POD (90) 

One of the first racing games to support 
3Dh. Direct3D and M MX. With awesome 
graphics and with new cars, tracks and 
power-ups promised to be posted regufarly 
on the Internet, you'll never get bored. 
Publisher: 

Ubi Soft (0181 944 9000; 




INDYCAR 2 (90) 

If you don't mind going round and round 
in circles but still crave that unbelievable 
detail, this is the only real alternative to 
f1GP2. Technically mind-blowing, though 
a little cbyggy on anything but a high-end 
Pentium in SVGA mode. 
Publisher: 
Si&rra (0118 920 9100) 



PGA TOUR PRO (94) 

Nothing really distinguishes this version 
from the last, ej(cept for the brilliant and 
very easy to use Internet play facilityr 
Waste no time, go and thwack some 
Americans now. Your country needs you. 
Publisher: 

EA Spans (01 753 549442} 




NBA LIVE 98 (91) 

With even better graphics and commentary 
than before^ it's one of the best-looking PC 
sports games. This version sports 'realistic' 
faces and players of different heights - it's 
by far the best basketball game available. 
Publisher: 

EA Sports (01753 549442) 



ACTUA SOCCER Z (90) 

Instantly accessible footie action in thi^s 
latest instalment of Gremlin's high profile 
A^ua series, Great graphics, easy control 
and a hidden Super Furry Animals team 
confirm ActuA Is 'must have' status. 
Publisher; 

Gremlin interactive (01 142 753423) 



PETE SAMPRAS TENNIS 97 (93) 

This game doesn't quite better Svper Jerinis 
on the SWESv but it's as close as you'll get 
on the PC The simple control system 
means it's instantly playable, but we may 
as well tell yoij now that the women's 
skirts still don't fly up when they serve. 
Publisher: 

Codemasters (01926 Si 41 32} 




SENSIBLE SOCCER 2000 (90) 

Can the best get better? In this case: yes. 
Sensible sensibly decided to leave the 
gameplay intact for this version of their 
classic game. Result? A classic update 
of the most playable footie game ever. 
Publisher: 

GT{nteraaive(OI7l 25S 3791} 



MADDEN NFL 98 (87) 

This latest PC incarnation is well up to the 
quality seen on the console versions, with 
all the features and slick presentation we 
now expect as standard for an EA Sports 
release. When it comes down to it, it 
doesn't really get any better than this. 
Publisher: 

EA Sports (01753 549442} 
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STAR TREK TNG: A RHAL 
UMITY (94) 

A style oozer. At tJmes it's as you're 
inside a SLjr T/ e^:; TA/Cj episode, Non- 
linear and beautifuEly presented, it's a 
Trek-head must-buy. Yet to be bettered. 
Publisher: 

MkroPtose (01454 893893) 



DtSCWORlD II <93) 

Perfect Entert^ainmeni's immacuEate sequeE 
to Dfscwofid ioWows would-be wizard 
Rincewind in his searcK for the Grim 
Reaper. Not as hard as The first game, but 
bigger and better iaoking. DisavoHd flh 
^ universe lly appi>alirig adventure game. 
PubMsher: 

Psygnos!s {015! 282 3000} 



THE CURSE OF MONKEY 
ISLAND (92> 

The third game in lucssArts' cta&sic 

Aftf/iAe^' saga delivers the goods bttj-tiitre, 

much to the relief of adventure fans 

everywhere, 

PifliEisher: 

ViEfOUl 368 2255} 





ECSTAHCA II (90) 

We dubbed it "An adventure with balls''. 
It's hard, hut it's one of the most j-ewarriinc] 
adventures that we've ever seen, tt 
tonetantly surprises and is sure to keep 
even the most battle- weary adventure fan 
busy for weeks. 
Publisher: 

P^ygnosis (0151 282 3000} 




FLIGHT SIM 98 (94) 

Another year, and yet another Jlight sifft 
from the mighty Microsoft. However, this 
time, with two oew aircraft, a helicopter, 
hundreds ot nev^f airports and impressive 
3D acceleration, it's really worth having. 
Publisher: 

Mkfusoft {Om 002000) 




COMANCHE 3 (92) 

This latest version is the finest we've seen, 
sporting juicy terra ir> graphics due to a 
revamped Voxel Space engine. Despite an 
accurate flight model, it delivers intense 
gameplay, at>cf h extremely good fun. 
Publisher: 

mvaiogk (0)71 405 1777} 




SYNDICATE WARS (95) 

One of the best strategy games of all 
time gets a sequel, ar;d what a fabulous 
sequel it is too. \i houses a weaEth of 
intricate Eeuels, gorgeous graphics 
and enough gratuitous violence to 
keep anyone happy. 
Publisher: 

EA78utifmg (01753 549442} 



AGE OF EMPIRES (94) 

Think of CiviHiaThn 2, Imagine the 
saiTie great empire-building gameplay, 
^ome excellent graphical touches and 
comprehensive multl- and single-player 
options (all in real time). That's Age Of 
Empir&s \n a nutshell. 
Publisher: 

Mkrosoft (0345 002000) 



COMMAND CDttOUER: 
RED ALERT (94) 

...or C&C in SVGA vvith a tew i>ew units. 

it's a testament to the original's gameplay 

that the sequel can get away with adding 

few new features and still be im to play. 

Publisher: 

VIE (0U1 368 2255} 



CHAMPIONSHIP MANAGER 97/98 
(90) 

The best football management game ever 
gets its seasonal update and a few added 
extras - you car now play a nymber of 
leagues simultaneously, and change stats. 
Publisher: 

Eidos tnteracrive (0181 6363000} 





F'lZ AOF (93) 

DID do It again with this awesome new 
combat stm that teaves the competition 
firmly on the ground. Graphics and control 
to die for, it only really lacks a decent 
campaign. The Totdi Air iVsr add-on pacic 
will make it near perfect. 
Publisher: 

OceaiVDtD (0161 832 6633) 



JETFIGHTER III (91) 

The follow-up to one of the most popular 
sims ever. Fly over three and a half million 
square mi^es of accurately-mapped tenain 
of South America. It really is just like being 
there. Oh yeah, you get to shoot things 
too, but sadly there's r^o duty free option. 
Publisher: 

Eidos (ntersctive (01 8f 6363000} 




US MARINE FIGHTERS (92) 

Lovely graphics and a realistic enough 
flight model. Originally released as a 
mission disk for US Nsvy fighters, this 
now comes as part of the US f^dvy fighters 
Go/c/pack, so go get that instead! 
Pubffshen 

Elfctronic Arts (01753 549442) 



F/A-ia KOREA (90) 

Any game that allows you to nuke cities 
comes highly recommended, especially 
when you add super- smooth graphics and 
a comprehensive mission editor. Not the 
best, but definitely worth a look. 
Pubtisher: 

Etr^pife ir\leracti]/e (0181 343 733?) 





PUZZLE BOBBLE (94) 

We can't agree exactly where Puzil^ 
Bobble \\\^ in PC Zone Recommends. 
■Does it belong in here, with the and 
S/jns of the PC gaming world, or should 
it go En the action section? Who cares, 
as long as it's in... 
Publisher: 

GlimMive (0171 258 3791) 



CIVILIZATION 2 (90) 

Explore the world, conquer territories 
and research rtew technologies in one 
of the most successful strategy games 
ever. It's not that different to the first 
one, but it merits a '905 update and s 
place here. 
PubSisher: 

MiaoFmse (01454 893893} 



FLYING CORPS (92) 

Action -packed WWI flight simulation with 
neato graphics. Some of you may recall 
Red Baror} as one of the greatest WWI 
flight sims ever - this improves on the old 
classic to become the best PC WWI sim 
currently available. 
Publisher: 

Empire /rfferacftVe (0181 343 7337} 



FLIGHT UNLIMITED II (84) 

It can't really compete with the behemoth 
that is flight Sim 98, and as a result is 
sornewhat limited and claustrophobic. 
However, it does score highly for being 
more detailed in its smaller area, and 
much more fun. 
Publisher: 

Eidos Interactive (0181 636 3(m} 
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GREAT GEM FOR MEN 



Issue 



BEAT THE CON MEN 



'*«u1l never get ripped off again! 



MOST WANTED 

IWeet fha new dream 





Get to the world's 
best sports events 



POSKET 




PALM-SIZED GADGETS i 
TO CHANGE YOUR LIFEi 

Plus Moterola's beadi babe iiit^£ 





ON TEST MICRO HI-FIS ►RONALDO'S BOOTS 
►LAPTOP PCS k^BINOCULARS »^SPORTSBAGS 



I On Sale 26th March | 



Each month we review a huge range of 
products, add expert advice, plenty of 
entertainment and a dash of sex appeal. 
If you're looking for expert buying advice 
from micro hi-fi to football boots AND 
a bit more, look no further than Stuff. 



^ ^PV^PV \\0'(x\ micro hi-fi to football boots AND 

^^?|Hi^H ^V^P 3 t>>t more, look no further than Stuff. 

GREAT GEAR FOR MEN 







GAMES WITHOUT 
FRONTIERS 

've just got onto the 
Internet, and after wasting 
a few days I thought I'd ask 
you to recommend some decent 
games servers. I've got onto Wi rep I ay, 
but have found it sparsely populated, 
Any chance of a round-up and review 
of similar games servers, especially 
ones with Quake If} And what about 
a review of the MUDS like r^m5and 
Meridsdn 59, because there must be 
some new ones by now? 

By the way, your website is okay 
but slow - get it together (Obviously I 
don't expect you to print this bit.) 
However, the mag's excellent. (Print 
this bit.) 

JC Suffolk 



treplay is usually sparsely 
populated during the 
daytime; evenings, 
however, are much more lively, in 
fact we sometimes have 
problems getting onto 
their Qmke servers 
because they're so full 
Wireplsy also have a 
number of Quake II 
servers up and running 
as well, so maybe you 
should look at the time 
you log on rather than 
looking for other servers (which 
are often slower than Wireplay 
Quake servers anyway}. For the 
record though, have a look at 
www. pagan, ne t/^a va tar/og. h tml, 
wwwMaii.net and vmw,zonexom 
if you're looking fo explore other 

I avenues of mufti-player gaming 
on the PC 
i Paul Mallinson, On-Line Editor 



ON THE OTHER 
HAND... 

lie Microsoft SideWitider 
3D Pro and its lesser 
cousins are perfectiy 
usable in the left hand, since the grip 



"Mirror, mirror on the wall, 
which is the best games 
5erver/3Dfx card/whatever of 
all," you ask. Ah, well, at the 
end of the day, that depends, 
answers Jeremy Wells. 




is somewhat undiscriminating. 
However, I would suggest you try out 
the grip before you buy, as some 
people find it uncomfortable. 

Tom Francis, e-mail 

Our lefties af Zone found 
Microsoft's Sidewinder 
Pro comfortable, but they 
coufdn't use the thumb 
buttons and therefore 
proclaimed it as useless 
as other sticks. 

QUAKE II ON-LINE 

0have recently been 
playing Quake it 
over the Internet 
and have found that it runs 
incredibly slowly on the 
OpenGL Quake multi-player. 
I ann using GameSpy 3D as well. 
I then tried running without It, 
which helped a lot, but I would 
rather use OpenGL, as you would 
probably guess. 
^ People on the Net said the 
problem was probably the 
L speed of my modem and 
I processor (a 33.6 modem 
I anda166MMX). Tliey 
■ also asked me v^hat my 
ISP waSr and when f said 
AOL they laughed and said 
get rid of it. 
What is the best ISP for me? (I live 
in the Dorset area, in Fern down, if 
that has any bearing.) And why do I 
get a much, much, much higher ping 
when running OpenGL Quakel Could 
that be due to my ISP as well? Normal 
Quake il ls on average 450 pings; 
OpenGL QbakeU'xs between 1000 
and 6000 pings, and at this rate it 
nearly disconnects. 

IVI^rtin, e-mail 

e Ve had varying results 
KM with different ISPs. Try 

Wireplay. It's easy to use 
and you also get a pretty 
impressive ping. 





3D DILEMMA 

elp! I am running a P133 
with 32Mb of RAM in Win 
95. 1 recently bought the 
Creative Labs Graphics Blaster 3D. 
My next step, I decided, is to get a 
3 Dfx card, but i'm torn between the 
Orchid Righteous 3D and the Diamond 
Monster 3D. Please could you tell me 
which one I should get?! 

Ddve, e-mail 



O 



hat depends on 
how soon you 
want ft If you 
want a 3Dfx card now, 
get the cheapest one you 
can find (they all use the 
same chipset, so there's 
no difference fn how they 
perform), ff you're in no 
great hurry, wait for the 
3Dfx2 cards which should 
be on sale soon after 
you read this. They'll 
cost you though. The two 
cards you mentioned are 
currently the most 
expensive of the lot so 
avoid them at all costs, okay? 

LET'S GO MARINES 

read in a recent PC Zme 
^■^P that it is possible to 

networ1( PCs at home using 
cheap network cards, I currently own 
two PCs, both Pentium 200s with 
64Mb RAM and 3 Dfx cards, and in 
March I am going to get a third. 

At the moment I can play serial 
games with my brother and my 
friends on Quake, Duke etc. But when 
I get the other computer I would like 
to be able to link all thfee for 
death match play in all these games, 
because at the nnoment \ can only 
pi ay one on one, and myself, my 
brother and the others would love to 
play with more players. 

Ideally I would love to link these up 
as cheaply and with as little fuss and 
effort as possible. If you can help me 



Look out for the PC 
Zone chat forum if 
you're on-line. 

NB; We at PC Zone reserve 
the right to edit, change and 
rewrite any correspondence to 
make ourselves appear smug, 
witty and intelligent. 




XjntffH. (rf-tU-c jHjtm±U. 




MULTI-PLAYER COMPROMISES 

0oagratulatiDns on bemg a briii mag. I tend lo swap and change wfth 
my choice of magazine, but I always come back to PC Zone. Other 
mags? CrapJ Full of broken promises! Errr.., shiteolaE Yoyrs is the 
only magazine that doesn't have a problem about swearing; in fact your.. . 
urn,,, distinct style even uses bad language Jiberally. Nice one, lads! 

Novi/ 1 want to make a few points, the ftrst one being in regard to the star 
letter last month concerning multi-player gaming. I don't own a network at home 
(let's face it apart from Macca, who does?)^ and find that on-line games like Ultima 

Online aiQ the only option open to those of us who are equipped with only a modem. And as for those who don't 
even have this, then single-pfayer games are the only games of use. I find that if a game concentrates on 
supporting multi-player, then the single-player game is lost {eg X-Wing Vs TiFi, and if not, then the muftt-player 
is forgotten or even left out {Tomb Raider 1 and 2). Until games designers get the balance right, one group is 
always going to get left out, and at The moment that looks like being the single player. 

The second point t'd like to make is that you are completely right about the Carmageddon issue. People seem 
to forget that there are age ratings for these games, and what they are playing is not real. If games encouraged 
people to the extent some people seem to think they do, then we would all be driving around in souped-up cars 
smashing up pedestrians, practising our piledrivers and stylised carnage. Anyone out of the 3.5 million people 
from whom you will no doubt receive letters complaining about the demo on last month's CD should take these 
points on board, 

Rktiard BroderUk, E&sex 

efs f3ce it until on-line gaming is cheap and easy to use, developers will always regard the 
single-player market as very important For example, if you take the US as a model even 
though there /s a very strong and active on-line community, most games are still to all intents 
3nd purposes singie-pfayer games - Tomb Raider is a good example. Hybrids that manage to be excellent 
one-player and multi-player games at the same time, such as CSfC: Red Alert and Age Of Empires, are 
generally exceptions to the rule. Looking fa the future, Lucas Arts are probably on the right track with 
Dark Forces il. The original idea behind Jedi Knight was that players would build up their skills and 
character through playing the one-player game before taking part in some multi-player deathmatch 
action. It's a nice idea that combines both elements but, whichever way you look at it people will 
always get more enjoyment through playing against other people 

If your letter is selected a$ Letter of the Month we'll send you a bundle of T-shirts at>d maybe even 
a game as welL Coo! J 




out i would be very grateful {but 
obviou sly not tha t g ra tef y 11). 

Keep on giving the public a great 
mag. By the way I hope to subscribe 
to PC Zone this month {money 
permitting). Keep on grooving^ you 
crazy kids. 

Jamie, e-mail 



^i^t^y you should bring 
I^H this up. We 'll be running 

a feature otr network 
gaming in Tech Zone soon. We'll 
tell you exactly what to do and 
which components you should buy 
depending on your budget Expect 
a full run-down on which games 
are best over a network too. 

MAKE IT STOP! 

n the latest issue of PC 
Zone there was a letter 
that is becoming far too 
common in PC magazines: the pro- 
3 Dfx, anti-PowerVR letter is now the 
PC equivalent of the Sony/Sega/ 
Nintendo MIBTY (mine is better than 
yours) syndrome. 

1 have a PowerVR card and I am 
perfectly happy with it, I advised a 
friend of mine to purchase a 3D card 
and was impressed with his choice of 
Orchid R3D. 

Now, I am as Impressed with the 
3Dfx as anyone^ but the industry 
needs more than one standard, and 
the PowerVR is a more than capable 
card for the job. My brother, in one 
of his more than Insane ramblings, 
stated that "PowerVR is going to be 
the Betamax of the PC world". If this 
is so, then I hope the 3DfK is not 
going to be the VHS, as that hasn't 
changed in over 1 5 years. 

i don't know if John (Feb 1998) is 
a shareholder in 3 Dfx, but he seems 
pretty passionate in his love for a PCl- 
bus card. All he stands to gain from 
the dominance of his particular card 
is... well, I don t actually know. 
Maybe he'll write back and tell us all. 
I stand to lose over £100 if my card 
becomes obsolete, so I hope he and 
all the others are wrong. I hope that 
in future more programs will come 
with PowerVR support and other card 
support as weH, 

By the way, I subscribe, so no nasty 
comments please! 

Adam McManus, e-mail 

00th 3Dfx and PowerVR 
have new cards coming 
out. Both say theirs is the 
best We'll let you know what we 
think next month when we get 
both cards if} for testing. 
Ultimately, the way ahead should 
be less complicated now that 
Microsoft are backing OpenGL 
over their hopelessly flawed 
DirectSD. Although the release of 
the more stable and powerful 



DirectX 5 greatly improved the 
functionality of D3Df thefactthat 
Microsoft have decided to include 
OpenGL as part of Windows will 
now enable developers to choose 
which API to support without 
worrying that people with certain 
3D cards will be left out. And 
that's got to be good news for 
PowerVR owners. 

THERE'S ONLY ONE 
RAYMOND VAN 
BARNEVELD! 

licking through the TV 
I channels last Sunday 
afternoon (11 Jan 1998), I 
came across the Embassy World Darts 
final on 8BC2. 1 was surprised to see 
one competitor, Ray van Barneveld, 
from the MetherlandSn wearing a PC 
Zone T-shirt. Is this a new sponsorship 
deal for the mag? (If so, well done, as 
he eventually 
won the 






championship!) I suppose it's not too 
unusual a choice of sport for yoUj as 
it's about as active a pastime as 
games-playing. 

John, e*mail 

arney was actually 
\ sponsored by our sister 
magazine, PC Zone 
Benelux, which is published in the 
Netherlands. To be honest, it 
surprised us in the office too, as 
we knew nothing about it but 
we're chuffed to bits for him all 
the same. 

I HATE ABE 

©light disagreement Tm 
afraid, but then that's the 
whole point of democracy 
and freedom of speech, right? 
Oddworld: Abe's Oddysee is not a 
good game. It does not deserve 89 
per cent, and the reviewer should 

A not have concentrated on how 
_ . wonderful (in his opinion) it 
looks and sounds while 
avoiding the glaring flaws in 
its sadly minimalist gameplay. 
I know I am basing most of 
my judgement on the 
PlayStation version, but I 



have played the PC demo and there 
are no differences that in any way 
alter my opinion of this game. It is 
unnecessarily frustrating. Fact. 

It is a pain in the neck and there is 
very little satisfaction to be gained 
when you luckily' manage to achieve 
something on the twenty-somethingth 
attempt after replaying a tedious 
section over and over again. It is not 
fun to play. No way, no how. The 
designers have managed to 
eliminate the fun element from 
2D platform games through: 
a clever mixture of 
unlimited lives; a player 
character that alienates 
the player through its 
appearance and irritating 
behaviour (eg failing over 
and growling when you 
walk into a wall - mildly 
amusing the first time, but 
later... Aarghhl); boring 
repetition; pointless Interaction' and 
brain dead 'puzzles', 

This game Is nothing more than a 
step backwards from Prince Of Persia 
and Flashback, retaining everything 
that was wrong with them and 
throwing in a whole new range of 
fun-ruining ideas all of its own under 




141 




OJlcUj:s;s:orR 




-4 a glossy veneer of pretty backdrops, 
and wltti an attempt at humour that 
misses the mark by a desperately 
'ide margin. 
Please let people know how bad 
this game really is. Either that or reply 
to this letter m Zone'^ letters pages 
and tell me how at least one member 
□f your magazine s staff regularly 
plays and enjoys this game. Of course, 
! won't believe you, but then thaf s 
my prerogative. 

Please don't say a game is great 
merely because it has orange sky 
backdrops and fart sound effects. 
Gameplay is still important you know, 
even today. 

JT, e-mail 

©elt we liked it Malio, 
FatricK Oave and Miles 
mmpteted it Richie's 
currentiy writing the walkthrough 
(true, he is gettmg frustrated, hut 
he is enjoying it), the first part of 
which can be found on page 716. 




PC VS PSX 

^l^k t's just so great to see that 
^I^B retro games are in vogue, 

along with retarded Letters 
of the Month. What the hell is that 
sad bastard Martin waffling on about 
in the Feb '98 Letter of the Month? 
Whatever possessed PC Zone to not 
only award this literary dog shit a 
special prize and a purple 
background, but also to openly agree 
with such a pile of blinkered^ biased 
drivei? Let's remind ourselves what 
the tragic little loser had to say - and 
\ won't twist or deliberately 
misinterpret anything in a vain 
attempt to make myself look clever. 

He says: "PlayStation games sell 
really well because there are so many 
bad ones." Of course, the popularity 
of PlayStations and the associated 
games has nothing to do with Sony's 
marketing or the fact they have a 
rather nice product at an affordable 
price. True, the games are expensive, 
especially when compared to PC 
versions of the same titles, but then 
console games have always been 
overpriced. To be honest, I wonder if 
perhaps this theory of flooding the 
market with crap products to raise 
the sales of good ones might not be 
adopted by more complies. 

Martin also cites the "huge ar^d 
varied catalogue" of games available 
to PC owners. I suggest that nestling 



among all tfiese superb titles are 
perhaps a couple that we would 
sooner forget. PC games are not icons 
of a holy order; there are some really 
crap ones out there too. Don't get 
carried away just because GTA and 
Tomb Raider //got released within a 
month of one another For every 
Quai(e there is a Phantasmsgona, for 
every Carmag^ddon a Project 
Paradise. (D^ar readers - Mr Tapper 
goes on to list around 60 different PC 
and PSX games, aforig with their 
score, and comes to conclusion 
that the average score for both 
platforms is a reasonable 7 out of tO, 
or 70 per cent -Ed.) 

JW Tapper, e-mail 

e suggest you take your 
finger out of your arse 
and go and play 
Acclaim's Battlesport on the P5X, 

THE WAY AHEAD 

reat magazine - I'm a loyal 
subscriber Anyway with all 
these newfangled 3D cards, 
faster processors with better 
performance and what not, in a few 
years will we really be able to tell if a 
new game has one million more 
polygons and a faster frame rate? 
Companies will be so obsessed with 
perfection in the graphics department 
- and will probably have reached their 
peak - that I'm sure gameplay will fail 
as a result, and so will the many new 
original games that appear every once 
in a while, making most companies go 
bust. My current fave games are 
The Curse Of Monkey Island and Jedi 
Knight - more games like these^ 
please? Anyway, keep up the good 
work. And just so you know, I'm 
about to renew my subscription. 

David Too fi ill, e-mail 

^f^^ he 3D accelerator 
^■^B revolution has changed 
things dramatically. But 
ultimately, when graphics can't 
get any better, developers will 
have to spend more effort on 
gameplay, which is surely a good 
thing. Its happening with flight 
sims already^ wouldn't you agree? 

CRUELTY ZOO 

have bought every copy of 
PC Zone, and fully 
appreciate that it 
is aimed at the adult PC 
owner. I also agree 
with much of the 
editorial within the magazine 
regarding violent and gory 
games (my most 
recent purchase 
was Grand Tfieft 
Auto, and my subscription 
game was Carmageddon). But I 
have to say that the 'joke' item in 





February's issue. 
Doctor Helmut 
Wrestler's Cruelty 
Zoo, Is in very, very 
bad taste. This type 
of subject is very easy 
to get wrong, and you 
have shown exactly how to do 
it. The idea itself is fairly distasteful, 
but the graphical depictions of young 
children inflicting violence on animals 
are far too realistic. It is obvious to 
me that they are computer-generated, 
but it would not be obvious to my 
young children. This particular page in 
my (subscription) copy has been torn 
out and consigned to the shredder It 
is (otherwise) an excellent magazine. 
Please don't spoil it. 

John Allar4 e-mail 

0harlie'& Cru&ltyZoo 
cartoon was originally 
intended as a satirical 
statement aimed at those people 
who nonsensically believe that 
playing computer games turns 
people into bloodthirsty maniacs. 
We're sorry if It caused yoUf your 
son or any of our readers offence. 
In retrospect we feel that the 
cartoon was in had taste, and we 
can assure you that we will take 
greater care over our choice of 
subject matter In the future as far 
as the cartoon is concerned. 

ACTUA VS FIFA 

Oour recent arguments about 
absolute percentages have 
never been more true than 
with the above games. Everybody has 
different views, but the most 
important f}art of the review is the 
comments, not the score. I bought 
Actua Soccer 2 after reading your 
review. I agree that it has great 
graphics and sound, but shooting is 
a pain - you arrive in the box, power 
not quite at desired level. . oh dear, 
computer has the ball. For me^ the 
gameplay is too fast, resembling more 
a game of pinball, with too little pitch 
being seen to develop more than a 
schoolyard kick-and-rush game. A 
friend brought round ftPA, which has 
all the league teams (great, can stop 
l\Aan Utd winning the league!), loads 
of special moves to learn [though not 
vital if you don't want to use them), 
and you can score goals 
from all over the park. 
^^^Hf I agree the speed is 

slightly slow at times^ and 
I wish you could turn off 
the extra mot ion -capture 
before goal/corner kickSn 
FifA wins hands down 
at dead-ball 
situations 



you can actually have an 
idea where the ball might 
end up. 

In conclusion, everybody 
has different views and 
everybody I Ekes different 
game genres. So why argue over 
a percentage mark? It just wastes 
time which could be better spent 
playing the games you enjoy. 

Andrew Webster, e-mail 

Octua 2 isn't without its 
problems, but ifs still 
the office favourite. If 
you're having trouble scoring 
goals, check out this month's 
Everything... on page t14. 

WHAT A B-ORE 

©eing a very picky and fussy 
sort of person who annoys 
everyone, I have picked and 
fussed over two little points in your 
magazine that are very minor and 
petty, but I thought I'd write in and 
complain anyway. Firstly, in issue 54, 
in your Age Of Empires xesixe^ (what 
a brilliant game), some silly bloke said 
you sent men out to collect gold and 
ore< and,,, er.,. I don't recall ever 
collecting ore. 

Philip John Congreave 
(Annoying Bloke), e-mail 

©et you were always the 
last person picked for the 
footie team at school. 
And then they put you in goai 

QUAKE II SUCKS 

doubt whether this letter 
will get published, because 
your magazine is so far up 
id's arse you can't see flawed 
software. I refer of course to Quake IL 

I totally resent paying 30 quid for 
what is essentially a final beta 
version. I know all about the 
Christmas deadlines, customer 
demand^ hype and all that stuff, but 
to put an unfinished game on the 
shelf is disgusting and nothing more 
than a rfp-off. 

I bought this game solely for the 
multi- player aspect, but it's practically 
non-existent, even after magazines 
like FC Zone extolled the virtues of 
its multi -player capabilities. I'd like to 
finish by asking a question: What 
version of this game drd you review? 

Shaun French, e*mail 



veryone In the Zone office 
(with the exception of 
Chris) is totally addicted 
to Quake II deathmatch. 
Get yourself some of 
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the converted 
Quake fevels and 
get going. Uniike 
another magazine, 
we actually waited 
until there was finished 
code to play with before we 
reviewed it - hence their 
Worfd Exclusive' review 
didn't even mention 
deathmatch play. Quake 
II isn't without its 
probiems, but the 
majority view is quite 
dearly that Quake ir 
rocks^ whereas you 
obviously suck. 

EVERYBODY LOVES 
QUAKE II 

0ojr massive 
generalisation that 
everyone loves Quake // is a 
bit over tlie top. I [and others 1 know] 
prefer Jedi Knight ar\sf day of the 
week. Quake tl is merely Quake with 
a bit of fancy lighting. And what 
about the way people go on about the 
Al? What a load of bollocks. Do they 
mean the way the enemy ducks when 
yoLi shoot at it? Big thrills. Or do they 
mean the way that some enemies run 
around in circles when you shoot 
them? 

The other point is that Jedi is a lot 
easier to get going on the Net. Thanks 
to Its support on the Microsoft 
Gaming Zone, you never have to 
search for a game using QuakeSpy or 
whatever. Also, ^et// requires more 
skill In Qtit the same old thing: get 
the biggest weapon - bang! Everyone 
else is dead. However, in Jedi ^ou can 
have the best weapon and still get 
your arse kicked. 

You seem to be very biased 
towards ID. I knew before Quake il 
even got released that you'd say it 
was the best thing to come along 
since si feed bread. 

Peter Row, e-mall 

©e c/a Me Quake 11, but 
the fact that we've got a 
LAN in the office has 
probably got a lot to do with that. 
We all like Jedi too, which is why 
we awarded it the PC Zone Speciai 
Award. The Sith add-on is quite 
awesome and adds an awful lot to 
the existing game. 

No, we're not up ID's arse, we 
just like good games, and iD just 
happen to write good games. 

WE DON'T DO VOODOO 

Oour repty to my letter {I Love 
Voodoo - your title, not 
mine - issue 60) is an 
argument relying on speculation that 
works both ways. While you are 
correct in saying that Video Logic's 
third attempt to match the 3Df!c 
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Voodoo chipset will arrive as 
Highlander in mid-'9a, 3Dfx 
not be resting on their 
laurels. In that time, 3Df)( 
will have established 
Voodoo 2, and will be 
beginning to ship their own 
2D/3D chip Banshee, which 
promises to be faster again, 
in mid- '98 also. Just look at 
both companies' track 
records: 3 Dfx has offered the 
best performance and game 
support and delivered on those 
promises. VideoLogic have (both 
in my opinion and in fact): 
abandoned first-generation 
adopters of their Apocalypse 1 
card; issued cards to independent 
testers that deliberately sacrifice 
visual quality for speed when they 
detea industry benchmarks 
runntng; named their product so 
similarly to their main competitors' 
that it can be for no other reason than 
to mislead customers (Video Logic's 
3Dx chipset has only a one-letter 
difference from 3 Dfx); and continue to 
issue press releases that are accurate 
to the [etter but misleadfng by 
[mplication. Spin-doctoring of the 
worst kind. 

As you note in your test, 3 Dfx 
Voodoo cards are currently the best 
around, over a year after they hit the 
market. This is exactly the high 
ground that 3 Dfx have aimed for, 
whereas Video Log Iq to quote your 
interview with Andy Keane, "only 
needs to perform just well enough". 
Yet Video Logic still insist they are the 
best - as any good marketing 
department would, of course - 
regardless of the facts. I know which 
company I would trust to deliver on 
promises when speculating about 
their future performance. 

John Shiali, e-mail 

feel I should defend 
VideoLogic here, simply 
because you refuse to 
wait and see how each of the new 
cards performs before forming an 
(ilNnformed) opinion. The big 
problem with PowerVR cards was 
that they relied too heaviiy on 
processing power. This problem 
has already been addressed with 
Highlander Voodoo 2 looks 
promising, but at this stage the 
main advantage it appears to have 
over Voodoo J is pure speed - 
and at some considerable extra 
cost (yes, you will have to ditch 
your Voodoo I card). The lesson 
to be learnt here is a simple one: 
both cards look promising, and 
only a fool would write o ff one or 
the other before they've both 
been thoroughly tested. 

Chris Anderson, 
Deputy Editor 
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Shouldn't 'adult' 
games be about 
more than just 
blood and guts? 
J I asks Paul Presley. 



Oh, do gro w up! 



©'D LIKE TO GET PERSONAL FOR A MOMENT, 
f'm twenty-six years old. I regularly drink 
copious amounts of alcohol. I don't smoke, 
but if the desire ever hits me \'w legally 
allowed to walk into a tobacconist's and purchase 
some cigaritlos, 1 pay full price at cinemas, football matches, I 
sometimes listen to classical music and enjoy it. I am, in short, 
an adult. And I play computer games. 



The computer games industry \$ subjed 
to many trends. Different game genres 
become both overpopjiar and 
overpopulated at regular intervals. 
Themes continjally crop up and become 
evident across many platforms. The most 
recent trend has been outrage. Doom 
started it Quake took hold of it, 
CBfrnageddon ran with it (straight to 
the tabloid press) and Grand Theft Auto, 
unfortunately^ caught the brunt of It. The 
most common reaction to these games 
from the narrow-minded cretins at the 
heart of the fuss is, "But think of the 
children r The most common defence 
is: "These are games for adults," 

Well hang on a minute. Adults? Are 
you sure about that? Certainly, with an 
13 rating applied to a game only adults 
can buy tt. But just who, really, are these 
games aimed atl Why is it that in the 
computer game industry, the term 'adult' 
is synonymous with blood, guts and 
bodily organs spilling onto the linoleum? 

The one thing J certainly don't want to 
do is to champion the ignorant and their 
calls for censorship. Too much public 
airttme is being given to these misguided 
and close-minded people who, armed 
with the barest of knowledge, proceed to 
condemn anything that isn't Christian, 
white and middle-class. S was watching 
a late-night television show recently in 



which one self-proclaimed professional 
Christian contradicted his own beliefs on 
tolerance, and threw Grand Theft Auto to 
the lions claiming - despite being unable 
to produce aji/ evidence whatsoever - 
that playing it leads to criminal behaviour. 

Well screw them. 1 have my own 
moral and ethical code, I live by my 
own standards. I don't try to force my 
behavioural patterns onto other peopte, 
and I would expect the same level of 
courtesy in return. The last thing I need 
js to be forced to live out my life by the 
misleading codes of conduct outlined in a 
misinterpreted, self-contradictory piece of 
medieval fiction. I am my own god, my 
own religion and my own belief system, 
I know the difference 
between right and 
wrong and I certainly 
don't need some 
misinformed censor 
to tell me different. 

But at the same time 

I wouldn't mind seeing ^ 

a few more game 

developers realising that 'adult' can also 
mean 'mature', as well as 'viscera'. I 
wouldn't take a child to see fn The Name 
Of The Father a\ the cinema, for instance. 
Not because there are scenes of brutal 
camality, but because the themes 
displayed would be beyond them. 




Should people worry so much about a g^me in which 



Naturally it's hard to apply maturity 
to certain genres^ but I often find myself 
looking at games on the screen and 
thinking, 'This is an insult to my 
intelligence." Postaf was a recent 
example. I wasn't offended by the 
game because of the senseless violence 



a person. I believe this because I've 
experienced such feelings first-hand. I 
have felt incredibly peaceful and at ease 
after a game of Quake //. But every once 
in a while J would like to have my brain 
functions enhanced by a game; my 
intellect challenged; my emotional state 



"/ would like to have my brain functions 
enhanced by a game; my emotional state 
moved instead of just my stomach, " 



involved, I was offended because the 
senseless violence was the only reason for 
the game's existence {and because, as a 
game, it was terrible). 

I happen to agree with the opinion 
that playing violent computer games 
reduces the tevels of stress and anger in 







f 


"Why \% it that ill the computer games industry, the term 'adult' is synorrymous with blood, gyts and bodiJy organs?" 



moved instead of just my stomach. Where 
are the computer game equivalents of 
intense television dramas^ of engrossing 
novels, of moving plays? Don't tell me 
such things aren't possible. The computer 
is as valid a medium for great literature 
as any other. Right from the start we had 
incredible writing on display in Infocom's 
adventure games. 

ft doesn't have to be just adventure 
games, either Apply levels of intelligence 
and maturity to any form of game design 
and we'll be off to a good start. Show us 
violence if you must, but show us the true 
effects of violence as well and maybe 
we'll then start to think a little more 
about our actions. Maybe we'll even 
start to grow up. © 
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e LOOKING BACK«iN 




Jeremy Wells supports Arsenal, yet 
spends his free time guiding Ipswich 
Town into the Premiership. Confused? 
Not as much as he is. 



UST WHEN OUR FRIDAY AFTERNOON QUAKE 
sessions had started to tjrn a little sour, two 
thinqshappenediorekindleoLjrobsessionand 
set 0 jr mouse mats on fire once more. First of ail, 
the Mysteries Of The Slth mission pack turned jp 
pretty much out of the blue and caused mucli merriment and rejoicing 
thfOLjgiiout the office. News Editor Mallo lias already dedicated a iarge 
portion of his free (and not so free) time brushing up his Jedi powerSr 
and has even managed to discover and piece together a fragmented 
hidden level straiglit out of The Empire Strikes Back that features the 
Darth, Luke and that gantry scene. "In terms of level design it's so 
much better than Quake" Mallo gushes. "The engine might not be ^ 
as good, but in terms of scripting and immersion it's just brilliant." 
Having spent the best part of two weeks looking over his shoulder 



"Our mouse mats have been set on fire 
once more r by Mysteries Of The Sith and 
the Quake Final Point Reiease patch." 



Whether youVe a Jedifan 
or not you can't fail to 
be impressed by the Sitti 
mission pack. 



and nabbing the CD when he was at lunch, the rest of the office are 
for once united in their opinion. At 20 quid you'd have to be mad not 
to buy the S/f/? mission pack. If you still need convincing after reading 
Malb's glowing review (page 72), then play the eitclusive one-level 
demo on this month's CD Zone and find out for yourself why we think 
LucasArts have set a new benchmark for 3D action games. 

Secondly, ip finally stuck the Fina! Pomt Reiease patch for Quake il 
on the Met at last. If you've been keeping an eye on our letters pages 
you'll know that a number of readers have written to 
us to complain about the number of bugs that 
plagued the original release, and also lament • . 

the lack of multi-player support. The new patch 
fixes most of the bugs and includes eight ^ ^ ^- 

new deathmatch levels which we've been IHV 
playing almost sotidty for the past fort- ^^^9 
night. They're not all great, but the ^ 
new levels have managed to ^fe|ttfe^|H|Mi|M^| 




The new 'official' deathmatch levels for Quake il have 
been keeping us all very busy indeed- 

: : n , , o 

sustain interest in a game that was released some months ago. What's 
more, it's free and it's on this month's cover CD. And whether you hate 
iD for releasing an incomplete game or btame the marketing men for 
making us wait, we say thumbs up to ID for finally sorting it out. 

Apart from Quake U deathmatch and Sith, everyone else (and in 
particular Steve Hill) has been blown away by the awesome Ultimate 
Race Pro. Again, we've got a LAM so we've been lucky enough to ful^ 
appreciate the multi-player aspect, but there is an on-line multi-player 
option, and as a single- player game if s still a lot of fun. 

Patrick's been devoting plenty of time to lowering his handicap 
playing The GoifPro ("It's 14 at the moment but I'm getting better all 
the time") and preparing for the new F1 season by playing Psygnosis' 
n 97. "It's much better than the last game," he tells us, "and ideal 
for people who can't be bothered with a full-on sim," 

As well as indulging in some serious networked Uitim@te Race 
sessioris and a bit of Quake it (obviously), Charlie Brooker is still 
beavering away at Faihut^wA has finally got round to upgrading his 
machine. Chris is also hooked on F^Z/ot/rand is spending some time 
with f-22 ADE, which he says has got "the best graphics ever seen in 
a flight stm" - a statement we'd all have to agree with..f^ichie's spent 
most of his time writing our guide to Abe's Oddysee, and as a result 
has nearly lost it on more than one occasion. He's also found time to 
dabble with a SDfx-ed version of interstate 76 and flex his Quake 
muscles on Wireplay playing Team Fortress. If you see him, send him 
a rocket from me. Paui Presley maintains that he's been playing a lot of 
Air Warrior at (but the novelty's beginning to yvear off), while Tve been 
busy guiding Ipswich Town into the Premier League in CM2 97/98 and 
trying my hardest to beat Patrick on just one hole at the truly great 
The Golf Pro, Guess I need to get my wrist action sorted. 1 






•PECiAL Reserve Discount Mail Order - 01 279 600204 

Market lenders In mall arder home computing, eslabllshecl 10 years, great web site and six amaxtng shops 
See us on the web ot httpi/Zspecl a I. reserve, co.uk for masses of Information and loads of prixes to win 



CD ROM GAMES 

Wm SYSTCM P«n1JiJfn, aVQA A IS M8 
B = Mm RAH ■ = NEW p*%=; HIghesI review 
Si t Rat«d 1 state over 1 G wtisn yoti ordvf 

1- EWPiflE FOP WINDOWS 951^6 9^== aS.^y' 

.OMOaOW* 12,99 

AR RIOFI S AMD M 1 ABRAUS ■ 22.99 

'ARRIOR 3- ... 

■JA'JTS' ..31,99 

;iURC0Mh4ANCl* 27.99 

4 DVANCED TATI€AL FlGMTfR} * 

DAHLIA 16MG'P€NT* 31.99 

■ ffUNNER WINDOWS *5 16Mfl9^% 28.99 

, LARA CRICKET 2 * Ifi.Se 

.EN SWDRD2 WINDOWS 95 16MB 90% ...38.99 

:i N ^WORDftJ^ 12,99 

'hGEDDON iRATiD 15) 95% 16-99 

■AGEDDON DATA CD ■ SPLAT PACK 83% 15-49 
' PIOWSHIP MANAGER 5 l997«a 90% . . . 1 B Sg 

IZAT10N2 99^ 10.99 

DATA DISK: FAMTASTIC WORLDS ...1J99 
,E COMBAT FOR WIN DOWS 95 1 6MB ... 32 .99 
iTRUCTDR92% 29.99 

■ ruRES94% 12-99 

pE OF MONKEY ISLAND - MONKEY ISLAND 3 

WINDOWS 95 tCMB &4% 26.99 

, FORCES 2 - JEDI KNIGHT W3M95 94% 29-99 

.>NSTAH* 16.99 

.0 DATA CD. UNEARTHED ARSENAL » ...1fl.99 

O f OR WINDOWS 9S 93% 29-99 

-VORLD2 8&% -- : ..16.99 

rV0RLD96% 1$.99 

^1 TRILOGY - THE DEPtHS OF DOOM 

i- CD CollBctarB Set crniiainiri^ the origlniy 
r piaode 4 - Thy Fleah Cnnsumed. 

2. and Master Levels 1or Doom 2 t5,9S 



I NUKEM 3D (RATED Ifl) 

[ MUKEW 3D DATA DISK - PLiJTONiUM 

J EON KEEPER 96% 

'ERN FRONT g4'=:i . 

•R SCROLLS- DAGGERFALL &9=:n 

\SlAQ£R 

ADF 16M0 99% 

A.DF DATA CD - TOTAL .AIR WAR IBMB' 

, KOREA IBMB' ,,, , 

09 ROAD TO WORLD CU P WIN94 91%. 
SOCCER MANAGER WINDOWS 95 B2% . 
1 T SIMULATOR 9aWlNDOWS95 94% 

JG COR PS GOLD ieM6 30=^= 

>ULA 1 GRAMD PRIiX 2 95% , - - 

.'.ULA 1 GRAND PRIX MANAGER 2 BCftv . 
'-■C E FOR WINDOWS 95 TeMB . . . . 

.JfLET* 

M D THEFT AUTO I RATED 1 S'l 92^--: 

i,T BATTLES DOL-Ri r -\^[:;k * ^ . 

M BATTLES OF C.iES-iR - 



.12.99 
...e.99 

31.49 
.26.99 
.12.99 
,.9.9i 
.31.49 

14.99 
,24,99 
.30.99 
.21.99 
,39.99 
.19.99 
.19.99 
.14.99 
.29.99 

.3i.gg 

.30 99 

.30,99 
?.7.9'A 



HELP' COMPHATIOK 19.99 

HOOVE S OF THUNDER 14.99 

iF22 RAPTOH $ PE RSJAN GULF DATA CD ■ . . .29.99 

INCUBATION 16WB 94% ,,, -, lfi-99 

JONAH LOWU RyGBV 80% ..,,1999 

LE.D WARS' . 1fi.99 

LONGBOW 2 FOR W(NDOWS 95 86% , , , , 3149 

LULU 16M&'1*EMT' 21.99 

MAGIC THE GATH^ RihG WINDOWS 9S 92*/= . . . 12.99 

MASTER OF ORION 2 92% 14-99 

MEN IN BLACK 93^ 2&,99 

MONTY PYTHON - tHE IWEA.NING OF LIFE ' ... 29.99 

NEED FOR SPEED 2 FOR W INIi^WS 95 27.99 

OODWORLDS: ABES ODDYSEE 1 6MB 92^(, , ■ 29.99 

OVEBBOARO 29.99 

PAXIMPEfllA: EMINENT DOMAIN 91 °i 21.49 

PERFECT GRAND PRIX: TRACK PACK . 16.99 

POWER PLAY HOCKEY FOR WINDOWS 95 - . ..30.99 
PRIVATEER 2: THE DARKENING 90^ilfiMB ...12.99 

QUAKE 95V 12.99 

OUAKE 2 POfl IWJNDOWS 9S 96% 27.99 

OUAKE DATA CD ■ X-MEN - ,, ,, IS.99 

REALMS OF THE HAUNTING 91% 19.99 

RIVEN FOR WINDOWS 95 16Me9l'!i, 31.99 

SCREAMER RALLY 16M6 91% .. ., , 19.99 

SECftET OF MONKEY ISLAND 1 4 2 14.99 

SEMPE R R 1 6M&'PENT * 29.99 



We slock 150O games and utintiea. 
Please call for price and availability 
1 5 Mto» lam - cm 91279 CQOaM 



SENSlSLE SOCCE R 2QQ0 W3NDOWE 95 90% ... 29 99 

SETTLERS 2 GOLD EDiTON 23.99 

SHADOW MASTER 34.99 

SOCCER NATION ■ ■ 26 99 

STAR WARS SUPREMACY FOR WINDOWS 95 29.99 

TAKE HO PRISONERS 16MB 21.99 

TEST DRIVE: OFF ROAD, ,,,2&.99 

THEME HOSPITAL S SlU CITY 2900 WIN9S ...32.99 

TH EME HOSPITAL 9T% 31.49 

TOCA TOURI NG C ARS 82% ?0'.99 

TOMB RAipgfi h SCREENSAVER 95% 14.99 

TOMB RAIDER 2 TBMB 94% -29.99 

TOOWSTRIJCK 93*= -.9.99 

TOTAL ANNIHILATION WIN9S 16MB 94% 27.99 

TOTAL HEAVEN FOB Wl NDOWS 95 IflMB ' . . -31 .99 
TUROK -DINOSAUR HUNTER 16WB9C^b ,29.99 

VIPrrUALLULA 16Mfi» ...12.99 

WAFICRAFT2 DATA CD - TOTAL WAR ' 14.99 

WAflCRAFT2 DELUXEa2% 29,99 

WARHEADS' 16.99 



CD ROM NON GAMES 

AMIGA EMULATOR 14 99 

ARCADE CLASSICS PLUS '1.99 

SEST PUa OU IZ EVER! FOR WINDOWS 95 9 99 

CATZ 2 FOR WINDOWS 95 19,39 

DANCE EJAY ?3 99 

DOGZ 2 FOW WINDOWS 96 19 99 

RRST AID 96 FOR WINOOWS 95 29 99 

GALAXY OF CUP ART 2^ 99 

GCSE ENQUSH - FULL I99fl SYLIABUB .. . 19 99 

GCSE MATHS 19 90 

GCBE PHYSSCS 19.99 

MEQA MATHS CD 27 99 

MINE OFFICE TYPING TUTOR 9.00 

MS ENCARTA 90 FOR WrNDOWS 95 40.99 

MS ENCARTA 9fl DELUXE FOR WINDOWS 95 

POW¥R 2 PLAY 19.99 

SATS MATHS AGE 11 -9.99 

SATS SCIENCE 9.99 

SPECTRUM CO 9S 17.99 

UNINSTALLER 4.5 FOB Wl NDCiWS 95 34.99 

PC CONTROLLERS 

DESTINY STEERING 
WHEEL « FOOT 
PEDALS 5*,99 

Trje analogue stefirinn, 



GRAVIS GRIP-OAKTE 
SYSTEM .,. 37-99 

Corrtptele wrth iwo grip 
pad5. Connect upto 4 grip 
pads. Digilal InEerfstce, 
irKludas 

FtFA 97 PC CD ROM game 




WING COMMANDER PROf>HECY WIN9& 

WORLDWIDE SOCCER 07% 

WORMS 2 90% 

X-FIRE* 

Jl^COM - APOCALVPSE 9S% 

X-WING V3 TIF riGHTE-H WIN JCWS 'it y- 
Z4.PITALISM DELU>!.E' 



..3f.99 

??-99 

,29.9;^ 
27 93 



POWER PAO 

PHOJOYPAD 21,99 

SPECIAL 
RESERVE 
MOUSE.,. 0,99 'f^a. 
2 bilivpn serifil muuiis^ 

MOUSE PEN ... I9.9d 

100-4^00 dpi. natuFBl ipen aelit^n"' 
mouse, driver software inctijdeDl 
SEE OUR CATALOGUE FOR MORE 
CGHTHOLLERS 



I Prkes Include VAT & Mlvery CD ROM DUVK 



AM's AND DIMM's GKAPIIfCS CARDS 



SIMM a, Ji BIT nor-pn^. 72^5 accass 
RAM will^ fjilf!! iiK^iJ i}Bi[A Out ctiBnnBl 
■mpfji/Erd pertcrrTiaF'ciJ. SuilJiMt; iQr 
lai'. Panb>jm andPantom I - ^^C 3 
UDES VAT 

LIVERY SINGLE PAIR 

BOO SIMM 

EDO SIMM 
3 EDO &IMM 
i EDD SIMM 

3 DIMM SDRAM 39.99 
i OIMM SDRAM 74.99 
3 DIMM SDRAM .,,179-99 
lys chiacli your rriDltiBrtjoiard r'-jiuiil 
luf eultaXillty !^>f^Qr la pu^tiaaa 



ctiD supRaekpress internal 

™CE/F AX/HO DEM -99,99 



..1^.9^ 29.99 

19.99 . 37.99 

,32.39 61,99 

64.99 , 119.99 



4 MB CREATIVE iD BLASTER . .74,99 

+ BA Tre-nirde T . Fli^hl Lnlnfl'efl A Hiibei iMntn 

'HOME ^ 4 MB MYSmUE 12Q 104,99 

- Uolu Rjirr;r. Toy S-iVy a K.li J, f-'ai'jsr CiC 

3DffxPO¥tfB 

ORCHID RIGHTEOUS 4 MB 3Dfi! 1 39.99 
DIAMOND MONSTER 4 MB aDTx 1 39 99 

2-Oln a:^i.!|Er?)T;ir;.i ■/•i.tk ir- siidiiiar- 1.'; your romd 
graphEE tird for pciih pi.:rl;vniii K,xi ui X'tr.' 



CREATIVE LABS 34X CD ROM .. B4.99 
CREATIVE LABS 

DISCOVERY KIT 24 X 54 119.99 

IncluoeE 24.S! CD POMCinvi! ,flWf fla 
Valuft £.^und card, and arjlive spsnKS's 

READ/WRm CD 

HP $URESTORE 71091 

INTERNAL CD RE-WRIT^R . .. 239.99 

High psTor^ance (iH r&aCf.nd ?k vwrilr; 
.■;p6M CD dive. 

PAC K OF 5 R ECORDABLE CO't , 1 1 ,99 
PACK OF 1 0 RECORDABLE CD'b tS,93 



SPECIAL RESERVE 
1996 PC RANGE 

P2flO Ntm FROM ONLY 

e8g9.g9 

Inc VAT 



CREATIVE AWES4 VALUE 69.99 

CREATIVE AWE54 COLO 

HARP DRIVES 

QUAHtUM SfTftATijS 1 .62 QB ... 1 1 5.94 
QUANTUM nREBALL 5E 2.t CS 129 99 
CUAHTUM FIREBALL SE 0.4 GB 299,99 



EPSON STYLUS GCiQ 
COLOUR INKJET 
PRINTER 4 FUN 
FACTORY 
SCfTWftRE 199.99 



^-conpteia P200 MW,X sysloiri \M 
E1595,39 ■nCuding VA^. ■rciLaaE lai'Ticcari 
^1 ^phcs cai?J, (mi 4q ^anies srd I yaar 
arnsrlB wanar^ty.. Wa can suSfil^ a P2 PPW 
tAtJK %-iitBn: Wr.\; 3DFx DarrJ, ,^4 ep«9d CD, 
6.4 Gb nard Ci'^w 3" Mb and aver 3D 
EohrtarE lites ff-r u-(k!r CPC'^C :",^'.,ding VAT. 

CALL 01 279 mim TO HND OUT MORE 



UTENDO 64 
GLAND PACK 



.107.99 leH£tO PLAYSTATION 



.137.99 i«s £10 



'Whe' purchasing •\;\t any ai Tir 



n^tnl 30 CChhtraller. RF le^d ar>d a high ^ujillt^, 
. laminEilad Ent^l^hd Sijcker Kit 



TEHD^O &A WITH 

i CONTROL LER . 9f £ 10 




ENGLAND PACK 

Wiith TWO Ollicini C&ril rollers. Memory Card 
Scart lead and a high qualily, cjlur^bl«. 
I^rhinated En g lancf Stic ker Kit 

PLAYSTATION 

VALUE PACK ,..129.99 less £10 



PAY LATER 0% 



http://5peclal.resem 
1^ 



When you spend between £250 and £750 

deposit and nothing lo pay for 6 rmonlhs, subject to status. Vdu can buy 
hing from cuf calalogue or shops this way, proviiJing your folal purchase is 
'een £250 and E750. After the six months payment holiday you can choose 
fhor to pay off the outstanding balance or to ccmmence moDthSy payments at 
"b APR. Either way thorc'-s no nterest at all for the firsi S months. 

Special Reserve Big Club S 

fMf one of our great shops for massive selection at rock bottom prices 
We guorontee the lowest price in town - by a full £2 



BRISTOL 

351 Gloucester Road (A38), 
Bristol. 

1- miles from the City Cenire 
and just up from Kwik Say/e 
Tel: 0117 924 5000 

EGHAM 

168 High Street, 
Eg ham, Surrey. 

Near Windsor and Staines 
Just 1 mile off junclion 13 on the M25 
Tel: 01784 473444 



AWBRIDGEWRTH 



The Maltings. Station Road, 
Sawb ridge worth, Herts. 

Not far from the M 1 1 , ^ust around 
tfie corner from ihc tfain station 
Tel: 01279 600399 




CHELMSFORD 

43 Broomfieid Road, 
Chelmsford, Essex. 

Just around ihe corner from 

the bus station 
Tel: 01245 348777 




All for £6.00 

Special Reserve Anmual Membership Fee 

It's easy to join, just phone 01279 600204 or send tn the order form. 

There's no obligation to buy anything, you can De any age, and ft gnly costs ES.OO, 

1 . Members receive 10 issues of our colour Club 
Magazines per year. Tine magazine indudes our full 
catalogue of over 2,000 products, many at below trade 
prtce or under half price. And there are Reviews. 
Features, Charts, Release Dales, Extra Savings and 
thousands of pounds worth ol great prizes to be won. 

' £ The incredible Special Reserve Book of 2500 

Cheats (all formats) will be sent to you with your Family 
Mennbership Card and your Paris '98 entry form. 

3. AND choose any one of the FREE GIFTS below if you buy just 
one item at the same tinne as you join. AH of our gifts are worth the 
nnembership fee or more and you can extend your membership for 
£5. 50 to get mors gifts if you want them. 

That's why over 400,000 peopie have joined 
Speciat Reserve 

The Biggest Games Ctub in the World 




Free Gifts 



Piflflsp ijck ',-oui Lliuicti c-1 gil: when you join lor a 
/ear (£6) at ihe same tim? as buying any one rtem. 
ir ioffiinq byl&tephone please ask lor vduj gi=lt ai ihe- l«rie. 



FREE CD\ 
^^^^^^ Stores loose 
^^^^^L and safely. ^ 

^^^^H^i 1 for home 

^^^^H and car 



FREE CD WALLET 

Stores loose CD's neatly 
and safely. A groal 
spsce SEivef, convenient 
for home, ofTice 



OR FREE FRANCE 
, '98 FOOTBALL 



/i^i^^ ^ i Full size 92 panel 





stitched 
PVC coaled football. 
Size 5. Includes free 
adaptor to pump up 
thetiall 

OR SEVEN GAMES j 

FREE FOR 1 

PC CD ROM I 

Civ JiialiOf^, Lerrmings, Elite { 

"^1 i 2. Senaibse Soccer, \ 

Jimmy 'Wiife's Snooker, | 

and ZdoI I 



OR EIGHT GAMES 
FREE FOR 
PC CD ROM 

sert Strike, Jungle Stnke. 
AvEua Soccer Serni- 
Final. Normalily inc 
Demo, Zoo* 2, Lotus 3, 
i^yota RaHy, Team Suzuki 

OR FREE GOODY BAG INCLUDES 

M1NIBQY, GAMEBOY CALCULATOR 
AND VIRTUA PET. 

increditily, all three of th&S0 eSeclroriic wonders 
have been bundled as one great gift. The Miniboy 
offers 55 great games in one, Ihe Gameboy 
calculator is great to take inio school and the Virtua 
Pel provides you with a pet to look after and care of. 

S'ock fiygilfibilf+y. Altarnalsve gifis available Overseas members add £2 pQslaga 




Extra Mail Order Discount 

O^duet £2 if your order rolats more ihan E40 
This DtTef oaiy applies if you use thiis 
complere form to ptace your order by posl 
tmfore the expiry date below. 

^\CC EXPIRES 

vrr 30/4/98 




Special Reserve 01279 600204 

Or fax your ORPta on 01 279 726842 - We\l fax back to confir^i 
Open 9,30Ar^ to 6pm (IVIon-Sat) 10am to 5pm (Sum ^ Bank Holidays) 



[BLOCK CAPITALS plwAStsJ 

Name & Address 



I Po-stoode _ 



_Phone No_ 



NOTTINGHAM 

164 Derby Road^ 
Stapleford, Nottingham. 

2 miles from junction 25 of tfie Ml . 
noar Kwik Fit and Pizza Hut 
Tel: 0115 9491000 



UPMINSTER 

209/213 St Mary's Lane, 
Upminstert Essex. 

2 miles from junction 29 of ttie M25 
Opposite Some rfi eld Supcrmarkel 
Tel: 01708 225544 



b 

D 

a 



lExisiinvrj members please enter membership number 

j We only Siupply members but you can ord^r as you join (from 50p), 
I There \& no obligation to buy anything and you can be any aga, 

' t$M Annual Mennbership includes 10 issues of the Club Magazine plus 
' the Special Reserve Soak of 2500 Cheats. AND choose a FREE GIFT 
I from abov& if you buy any Item at the sarn« time as you join. 

)PLF:^-,h hNI - H MKW ^6 .P ''CC ' fi.^PL CAB.E AND ^'- f-f-^^i- Rh ^' r ytJ-c Ci '0 TCK YOJFs CHC^CE OF [ilF T AfiOVg 

I Ann JAL Membership E6 (UK), E9 (EC) or £12 {Wofild} 
I OR Trial Me mbership 50p (One magazin e. One orderI 

l itenn 



litem 



I Deduct £2 off po stejl orders totallmg over £4 0 (of fer above) 



I ALL PRICES INCLUDE UK POSTAGE & VAT 

' C fi e q u P , O ,/ Ma ste rc a rd/C red itcin arge/S wi tc hV is a 



-£2.00 



igredit card 
Iexpirv date 



SWITCH 
_(IS3U£ N0_ 



flfard-winning Special Reserve P200 MMX PC for just £899.99 inc VAT 

H fil any PC item rjoughx for just 5110 incl'jding VAT. car^ repair mast PC's £:',?4 for lault diagnosis and set up plus £10 por part lor fitting 

IneviTably Eoma predU.CtS Hslefl may not yel be ^ivdilJIbl* and prlpea may change. Ple(l3» phOfit 01279 600204. Somo Ittmt carry 
SErl lo fKBES ig^2/5fl, Efrorg A OmmiBions ExcJudacI, IrHer-Uediates Ltd. TfA Spatial Rtserve, Thff 



I Overseas orders must be paid by credtl card. Overseas surcharge I-2.0Q per item 

I Hardware items (mains or tattery) are only suppHeff fn the UK mainland 

I Immediate cheque clearance 

I Cheques payable to Special Reserve at 
I PO Box 847, Harlow, CM2I 9PH 

a Cl surctiargs in our Khtipa. SAVE z Saving atf full recamm^ndtd prl«. 
Mailings. SE9wbrlda»w^rlTl, H«nsCM2l QPG 



